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Here is the next generation of action strategy games. Experience true-tO'Ufe battlefield dynamics. Command an entire 
company of Mech Warriors.each with their own personality and combat skills. Issue real-time orders and get human 
feedback from the fight. You'll hear how they feel and what they know. 

Your success will depend on your last mission - and your tactics for the next. Manage your team shrewdly to get the 
right warriors in the right 'Mechs with the right weapons for each mission. Your orders will be executed with awesome 
graphic effect. 
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utilities 1 

More and 
more Windows yb games 
now require DirectX, 
which is why weVe stuck 
a version on the CD for 
anyone who hasn't 
already got it. 

To install it on to your 
PC, simply select the 
DirectX 5 sub-directory 
and then follow the 
on-screen instructions. 
There - couldn't be easier! 

Requirements 

The Ultimate CD is optimised 
for machines with the 
following specifications: 
P75, Windows '95, 16 bit 
display, 16 MB RAM, 
sound card. 

Disclaimer 

Whilst every care is taken 
with the testing, production 
and installation of Ultimate 
CD, Rapide Publishing 
cannot accept any 
responsibility for loss or 
damage occurring during its 
use. We strongly advise that 
you have back-up copies of 
all your important files and 
applications before 
installing any new software. 

CD Helpline 

The Ultimate CD is 
thoroughly tested for any 
faults and is in full 
working order before it is 
distributed. However, 
should you have any 
problems of any kind you 
can ring our special 
Ultimate PC helpline 
between the hours of 3pm 
and 6pm. The number to 
ring is: 01425 674446 



We’ve two CDs again fnr ynn this manth, 
each af which is packed with tap playable damns 
snch as Inemiag, Quake II and Uttimate Smeer Manager ’98. 



Incoming 

Pubiisher: Rage Software Release; Out Now Platforei: Wio 9S Cootrols; Keys, Mouse 


DIou've seen the game's screenshots, but now it's your chance to 
load up our playable demo and appreciate Incoming when it's on the 
move. As well as great-looking landscapes, craft are also visually 
impressive. They're brilliantly animated, as are the explosions which 
occur when you shoot buildings and enemy craft. This demo first of all 
places you in a gun turret against alien ships attempting to take out 
your base. If you successfully destroy each of these, you can then 
progress on into a helicopter, where more air and ground attacks await. 
You must follow the waypoints, make an important pick up and finally 
return the object home. Sound easy? Well it's not! 

You can either use the keyboard to control the game, or 
alternatively use the options screen to switch to the mouse. 

In the full game, 65 diverse missions need to be tackled to 
complete the game, and these don't just include land ch^lenges. The 
action also takes in the sea and air.-/ ' 

There are also several multiplayer - 
options. Two player can make use of a 
split screen mode, or if more people 
want to enter the action, eight people 
can participate over a LAN. There's 
also modem and serial link support. 








Quake II 


Mriisber: Activision Release: Out Now Platform: Win 95 Cnntrols; Keys, mouse 


O. 










luake II has been out for a while now and has done very well in the game charts. 

Chances are, if you were a fan of the original, you will already have reached into your 

pockets and bought Quake II. But if you have yet to delve into this weird and most 

violent world and are a fan of killing other people (virtually of course), then you've got 
no excuse not try out our demo which will give you the chance to try out one unit of the 
game, which comprises three whole levels. On your way through these death points, to overcome 
some of the bigger enemies which await you it's advised that you pick up some of the more aggressive 
weapons, such as sub-machine gun, chain gun, shot gun and grenade launcher. If you look hard enough, 

the BFG can even be stumbled upon - and boy, when that hits the enemy, does it result in carnage! 

The game's controls are very simple and the options 
menu in the game allows you to set them up to your 
preference. Some people tend to use the keyboard, 
whereas others like to mix it with a bit of the mouse. 

In addition to 


m 


the three single 
player missions, these 
units can also be used 
in multiplayer mode. So 
get your Net connection 
up and running and 
get shooting some 
other human players. 
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To use the CD, simply place it in your CD ROM drive and select RUN from the Windows start menu. Type in 
X:\ultimate.bat (where X is the CD ROM drive letter). This will start the setup sequence which will install any necessary 
files on to your PC. This will only happen on the the first ocassion that you run the CD. To uninstall the menu system go 
to the control panel and then to add/remove programs and click on the lisitng for Ultimate PC issue 10 and click 
remove. 

If you have any problems with the CD, please don't hesitate to call 01425 674446 between the hours of 3pm and 6pm. 


Streets of Sim City 

Publisher: Maxis Release: Out Now Platform: Win 9S Controls: Keys 

1 . j ontinuinq the long-running line of Sim games. Maxis have decided to 
release this, Streets of Sim City. In the full game, you are able to import 
Sim City 2000 levels and drive around them as you please. The demo has 
just two options: New City and Player's Choice. The New City mode will drop 
you straight into a new area with various pick-ups to collect. The car you 
drive isn't your average motor vehicle, in fact it's more like something from 
Interstate 76 than anything else. You get the chance to use your car's 
machine gun and rocket launcher to blow 
up enemy cars, but make sure the police 
don't catch on to your violent behaviour. 

If you'd rather not shoot things and 
would prefer to just have a peaceful 
stroll, select the 'Player's Choice' mode. 

Full control details can either be 
found in the game or the Readme file in 
the game's folder on your hard drive. 


Shanghai Dynasty 

Publlsber: Activisioo Release: Out Now Platform: Win 9§ Controls: Moose 

Dif you're a dab hand at tiling in the bathroom, but would prefer to try 
something a little more enjoyable, why not test your skills with Activision's 
puzzle game, Shanghai Dynasty? It's time to test your skills against the clock 
in this addictive and interesting new strategy title. 

The demo has several features. For starters, there are four different game 
modes to choose from: Classic, Pandemonium, Dynasty, Kids and Mah-Jongg. 
You can also try out the multiplayer option as well. This can either put you 
against other people and/or AI challengers. There are three multiplayer 
games in all: Shanghai's Pandemonium, Dynasty and Mah-Jongg. Children can 
also benefit from the game, mastering their ABCs, learning basic maths, 
improving hand to eye co-ordination, spatial cognisance, puzzle solving and 
finally pattern recognition skills. There are also three themed tile sets to 
choose from: Mah-Jongg, Outer Space and Alphabet. 

Available at retail outlets now, you can find out more about the game by 
visiting Activision's Web site at www.activision.com. 



Semper Fi 

Publisher: interactive Magic Release: Out Now Platform: Win 95 Controis: Mouse 



lilith Seven Kingdoms already available and Theocracy on the way, it 
looks as though Interactive Magic are making a major step into the 
strategy genre. Their latest effort comes in the form of Semper Fi, where 
players assume the role of United States Marine Battalion Commander. 
Your mission, like all strategy games, is to lead your group to victory. 
This demo allows players to jump straight into the action in a fierce 
scenario, or alternatively you can have a 
blast at creating your very own level. 

If after playing the demo you're interested 
in buying the full game, there are a total of 
three campaigns, including fifteen stand 
alone scenarios, a scenario builder allowing 
you to create your very own levels and a two 
player Internet game. A database is also 
online, including descriptions of all of the 
different equipment and units. 


Sim Safari 

Publisber: Maxis Release: Rut Now Platform: Win 95 Controis: Mouse 

Llecently Maxis have extending their range of Sim games to include 
animals, and if you're a lover of wildlife, interested in building your own 
safari with elephants, lions, zebra, wild trees and water holes, then this is 
for you. You must ensure that the animals which inhabit the safari have the 
appropriate surroundings, such as trees, grass and water points. If there's 
not enough vegetation they'll die, and big scraps could occur if you mix the 
wrong animals (well, that's wildlife folks). 

From this demo, you can learn pretty well 
how the game is played, although obviously not 
all of the options are available to you. With very 
easy mouse movements, you can place various 
animals, drop in trees, catch animals in nets 
and so forth. It's a great game, which will be 
especially loved by the younger generation. Just 
select the 'Start Game' option from the menu 
screen and see how you get on. 



Burnout Championship 
Drag Baclng 

Publisher: VlrgiB Release: Out New Platfnrm: Win 95 Controls: Kevs 


of chassis and 
engines to start 
from. Our demo has 
only one track and 
only one car, but all 
of the adrenaline¬ 
boosting action. 



^Jhis unusual radng game from the Virgin stable gives you an insight into the 
high octane world of dragster racing. The aim of the game is simple: when the 
green light goes on, put the pedal to the metal and blast your way down a quarter 
of a mile of disused runway in the fastest possible time. The full game has over 
sixty configurable parameters which allow you to tweak different aspects of your 
car's performance to get that extra millisecond over the standing quarter-mile, and 
there's a wide choice 


i 


I 


Dexplure 

Publisher: Infogrames Release: Cut Now Platfonn: Win 95 Controls: Mouse, keys 



Id his demo of Infogrames' point and click adventure title offers a couple 
of levels from the full game. In it you must lead a mighty warrior around 
various scenarios and on your travels hack 'n slash your way past an array of 
enemies who'll attempt to hinder your journey. Fortunately, along the way 
you are able to recruit other budding warriors who will help you to overcome 
the terror ahead. Fortunately 
the demo doesn't just drop 
you straight into the thick of 
the action without any help. 

At the start of your first 
mission on-screen help is at 
hand, guiding you through 
some of the controls. They're 
fairly simple anyway, but 
this just comes as a back-up 
for newcomers 
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Publisher; Mindscape Release: Out new Platform: Windows 95 Controls; Keys 

lOlfter last month's look at the latest military hardware in Ml Tank Platoon 2, this 
month you get the chance to have fun with some heavy metal from a bygone age, and 
I'm not talking about Black Sabbath's first album! Panzer Commander puts you in the 
driving seat of a series of World War II armoured vehicles, such as the German Tiger II 

or the Russian T-34. In this demo 
version only German and Russian 
scenarios are available, but in the 
full version you get to drive 
British and American tanks as 
well. In each scenario you have to 
carry out a difficult mission in a 
single tank, surviving against the 
odds in enemy territory. If you 
have what it takes to be another 
Rommel or Montgomery, you 
should do just fine 


Panzer Gommander 


Special Ops 


Publisher; BMC Release; April Platfnrm; 3Dfx nnly Cnntrnis; Keys 


IJor all you weekend warriors out there, put away your paintball guns and get ready 
for some real US Rangers action. Take part in a night-time operation to destroy an 
enemy communications point, disable a truck and eliminate camouflaged guards hiding 

in the trees. Make use of all the latest _ __ 

Special Forces gear, including night 
vision goggles, fragmentation grenades 
and C-4 satchel charges. You'll have to 
stay alert though; the enemy soldiers in 
this exciting new game have advanced 
artificial intelligence and can sneak up 
behind or lie in wait to ambush you. You 
also have to keep in touch with your 
team-mate so that he can give you cover 
while you blow up the truck. Don't worry, 
soldier - you'll be fine. Just remember, 
it's only a game. 


r'’ ' 
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Jazz Jackrabliit 2 

Publisher; Black Friar Release; Out New Platfnrm; Win 95 Centrals; Keys, pad 


lijintendo have Mario, Sega have Sonic, Amiga have Zool, and PlayStation owners 
!| have Abe. Well, PC owners have Jazz Jackrabbit, and he's a platform hero to be proud 
'■ of. With the help of his weird kid brother, Spaz, our renegade lapin runs, jumps and 
blasts his way through a bright and entertaining, if slightly strange world. This fully 
playable demo features only the first world from the registered version, but you do 
get to play 
either Jazz or 
Spaz, the choice 
is yours. Save 
the world from 
rampaging 
hyperspace 
turtles, but 
watch out - 
they are tougher 
than they look. 
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Pandemonium 2 


Pnbiislier: BMG Release: Out row Platform: 3Dfx only Controls: Keys, pad 




_ he original Pandemonium was a big hit on both the PC and the PlayStation, 
and the sequel looks even better. This true 3D platform adventure features the 
lovely Nikki from the first game, as well as her counterpart, Fargus. With moves 
that would make Lara Croft jealous, you must guide your chosen hero through a 
series of increasingly challenging levels, leaping, running and climbing your way 
to victory. The high quality three-dimensional graphics make this game stand out 
head and shoulders over other platform 
games, but be 
warned; you 
will need to 
have a 3Dfx card 
in order to play 
even this demo. 

I told you you 
should have 
bought one. 



Qmmn: Ihe Eye 

Publisher: Electronic Arts Release: Gut now Platform: Windows RS Controls: Keys, pad 

IQIhis bizarre fighting adventure game features the music of Queen, one 
of the greatest and most durable rock bands of all time. Whether you like 
their music or not, you can't help but be intrigued by this game, which is 
apparently inspired by the band's many album covers. It is unusual in that 
it is a beat-'em-up, and there aren't too many of those on the PC. You guide 
the game's hero, a man named Dubroc (no, not a member of the band), 
through a Resident Evil style adventure set in an Orwellian future world after a 
final apocalypse has destroyed most of humanity and warped what is left 

almost beyond 
recognition. You 
have to find your 
own way through 
the game, fighting 
zombies and 
other enemies 
as you go. 




Gastril Hopda 

Publisber: Gametek Release: September Platform: Windows 95 Controls: Keys, pad, stick 




iUhis month we give you a chance to try out this red-hot racing simulator from Interactive 
Entertainment. See how you fare racing one of the most powerful motorbikes in the world around the 
challenging Sukuh Grand Prix circuit, racing against twelve other riders. With a wealth of customisable 
features and an accurate simulation physics engine, this is one of the best bike racing games we have 
ever seen. With the official backing of the Castrol Honda team and bike data supplied by their 

engineers, accuracy and 
authenticity are guaranteed, 
and Interactive's excellent 3D 
graphics give the game an 
amazingly realistic feel. With 
all this and more, the only 
thing you need to supply is 
the nerve to hang on to the 
handlebars at speeds of 
around 200 miles per hour. 
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Ultimate Soccer Manager ’98 

Publisher; Cendant Release: Out Now Platform; Win 95 Controls; Mouse 






Publisher; Eidos Release: Out Now Platform: Win 95 Controls: N/A 


Lije should have the playable demo for H/or/cf League Soccer next month, but for now you can 
satisfy yourself with this superb rolling demo. Simply install the demo following the on-screen 
instructions and then sit back and watch the two computer-controlled teams ^take each other on. 
Although you can't actually play, it's possible to get a good idea of how the game plays and the way 
it looks from just watching the two-teams play each other. 




Publisher; Acclaim Entertainment Release: Out Now Platform; Win 95 Controls; Keys, joystick 


ou'll find a review of Super Match Soccer later in the mag, but if you want to know exactly what the 
game is like, then you can play it for yourself with this playable demo. It's Wales against USA with the team 
that scores first winning the game. The game can be played with keys (definable from the main menu screen) 
or joystick. Passing the ball may seem tricky at first, but if you persist with it you will soon get the hang of , 
it and then the game really comes alive. 




mrn'M 






Publisher; Live Media Release; Out Now Platform: Win 95 Controls; Keys, joystick 


o 


it's Arsenal versus Aston Villa in this fully playable demo of Live Media's Total Soccer. The game adopts a top-down view and the 
gameplay has a definite Sensible Soccer feel to it. As with the original Sensi titles, the bajl doesn't magically stick to your feet, so 
practice is needed before you can properly challenge the computer-controlled teams. Once you have the ball control sorted though, 
the game opens up and it's possMe to string fast, flowing passing moves together. It doesn't look too amazing, but we reckon that if 
you give this game the time it deserves, you'll soon realise why it's rated so highly (see our review lateMn the mag). 


I^Jo, you think you know where Manchester United lost it? Reckon you can do better than Joe 
Royle? Well here's your chance to prove it with a fully playable demo of Ultimate Soccer Manager 
'98. This demo allows you to take charge of any team from the German, English, Spanish, 

French, Italian and Scottish leagues and lead them to glory on the pitch for two whole months. 
Some of the business features are not included in the demo, but apart from this everything else 
is in there for players to investigate; including the game's detailed tactics editor. 




CM 97/98 Patch 


Whilst we all wait with bated breath for Championship Manager 3, why not 
dust down your copy of Championship Manager 97/98 and while away the 
hours with up-to-date stats thanks to this latest patch. All the latest player 
transfers and manager moves have been included in this patch so that you 
can embark on a new season with correct team details. Follow the on-screen 
instructions to install the patch, although be warned that you'll have to 
start a new game in order to use the new team data. 


Classics 


As well as all the top demos listed above, this exclusive 
football CD also contains a whole host of classic demos 
like Championship Manager 97/98, Actua Soccer 2 and 
FIFA: Road to World Cup. To play any of these demos 
simply highlight them from the main menu screen and 
then double-click to begin installation. Now just follow 
the on-screen instructions. 
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Test your combat skills In two full campaigns 
and i6 stand alone missions; mission editor 
provided for extended gameplay. . 


^^^^^^ight models will get 
you in the air fast. 


Interactive flight environment 
registers turbulence from 
explosions, blastsy and other 
aircraft - support for force 
feedback joysticks included! 


Supports both head-to-head 
and cooperative multiplayer 
for dogfights over the 
internet, on a local network, 
or modem to modem. 


Armed to the teeth and dressed to'^WlH 
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n ootball! Football! Football! 

That's all there seems to be 
this month as we celebrate the 
arrival of the World Cup Finals in 
style with over thirty pages of 
game previews and reviews for the 
football connoisseur. Leading 
from the front in our World Cup 
section is Electronic Arts' FIFA 
endorsed. World Cup '98. With 
lavish graphics, commentary that 
enhances the atmosphere and 
improved gameplay, it's without 
doubt the best arcade football 
title around. Sensible Soccer World 
Cup '98 pushes it hard though and 
claims an admirable runners-up 
spot in our own UPC poll to find 
out which is our football game of 
the year (so far). Also acquitting 


Have we got news for you this month. What with E3 just around the corner there have been pienty 
of deveiopers Hexing their muscies of iate. Check out the new games that are on their way soon. 


EHITHHint 


themselves well are Super Match 
Soccer, World League Soccer and 
Total Soccer, more on which you 
will find later in the magazine. 

Despite appearances there's 
more to this issue than just 
football, so don't despair if 
you're the kind of person who 
would rather not eat, sleep and 
play football. For you we have 
full reviews of all the latest 
new releases, including Rage's 
stunning Incoming, Microsoft's 
Outwars and Electronic Arts' 
flight combat sim, F-15, This 
month we also take a look at 
some of the more promising 
titles due later this year, with 
Fox Interactive's X-Files and 
Microprose's X-Com: Interceptor 
counted amongst their number. 

For strategy fans we have a 
real treat in the shape of our 
battle-by-battle guide to 
Warhammer: Dark Omen. This 
month, in the first of two parts, 
we guide you by the hand 
through the first twelve battles 
of the game and let you in on 
where you can find the powerful 
magic items. 

With two CDs and a free 
World Cup wall chart, we hope 
you'll agree that this month's 
issue represents superb value 
for money. At £3.95 you just 
can't go wrong! 




Activision’s ’98 pians 


1 ■ t this year's Entertainment Expo (E3) in Atlanta, 

I Activision revealed a huge new collection of 
games which are due for release later on in the year. The 
company also announced that for a selection of these titles 
they would be incorporating a new game engine by the 
name of Dark Side. It has been designed for hardware-only 
games as it is said to offer broad 3D hardware support for 
state of the art visuals, gameplay and sound. Greater 
artificial intelligence is also one of its features, plus full 
support for both current and forthcoming graphics and 
sound cards. 

Heavy Gear II, which Ultimate PC exclusively announced 
details on last month, is one of the games featuring the 
Dark Side technology, along with Interstate '82, the sequel 
to the hugely popular car combat game. Interstate '76. 

The company's support for the DVD platform is also 
being continued and a new version of Zork Grand Inquisitor 
is expected next winter. It's the third DVD title from the 
company and follows the release of Spycraft: The Great 


Game and Muppet Treasure Island which were first revealed 
to the industry at last year's show. 

After the success of Battlezone, which was a follow up 
of the classic original, Activision are currently working on 
Asteroids, a souped up version of the 1981 blockbuster. The 
aim of the new version is to recapture the gameplay of the 
original, but at the same time, bring it up to date with 
vivid 3D graphics, large playing areas and a selection of 
game modes. Asteroids is being developed by UK-based 
Quickdraw Developments. 

As well as Asteroids, Heretic II is also on the cards, 
plus Beneath, a 3D action/adventure game and Third 
World, a real-time strategy/role-playing game from 
Redline Games. Unfortunately at the time of going to 
press these were all of the available detai 
but we hope to 
bring you 
more in- 
depth reports 
next month. 

Watch this 
space. ■ 


Fond arcade memories of Asteraiils battles of the 80s will be rekiodled as Activisioo revamp the classic title for the 90s gamer 
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The Nightmare continues 

Activision's much-heard-of but little-seen title. 
Nightmare Creatures has now been given a new lease 
on life in the European market-place. 

Previously, Sony, who had owned the rights to the 
PlayStation version of the game, had prevented the 
release of the PC code for various reasons, but now 
that seems to have been lifted. Look out for more 
news on the game in the next issue or two. 


Take my hreath away... 

A very bad film but the game might be great. Top Gun: 
Hornet's Nest is due out soon, the sequel to Top Gun: 
Fire At Will. In Zipper Interactive's Hornet's Nest, 
players will fly a U.S. Navy F/A-18 Hornet - if they 
think they have the balls that is. Once they have proved 
themselves there will be 30 hot-seat missions where 
they will have to contend with targets both in the air 
and on the ground. 


Revenge is sweet 

THQ have announced they will be releasing the new 
game from Cyberflix, Red Jack: Revenge of the Brethren. 
Cyberflix are best known for being the creators of 
Titanic: Adventure out of Time. The game is a graphic 
adventure set on the open seas when piracy was rife. 
Players get to pretend they're Captain Pugwash or 
someone, sailing into all sorts of trouble trying to solve 
the mystery of Red Jack. 





The Critters are baek 


it's more noticeable this time around with an increased number 
of facial expressions. If you are really after the technical stuff 
then we can tell you that these Norns will have 150 genes and 
40 internal chemicals that will pump through their new organs 
like lungs, liver and their heart. All you have to remember is to 
give them all the love and affection they require, that is until 
you dump them on some Internet pal while you are holiday. ■ 


indscape, with the help of CyberLife, have returned 
with the sequel to Creatures, unsurprisingly called 
II. Artificial life simulations are seen as being on the 
fringes of the games industry; Galapagos was far too ahead of 
its time to actually be fun enough to enjoy but there was 
something special about Creatures. They were much more alive 
and friendly and similar to those Tamawotsits that have enjoyed 
much popularity during that past year or so. 

The new game is set to boast bigger and better things. As 
with the original game, the little creatures (called Norns) will 
hatch from eggs and grow and learn from their surroundings. 
And just like before they will mate too, which is always fun to 
watch. (Oh no, look out for our new certificate system!) 
Obviously they have made these dear little things much more 
complicated and advanced than the previous generation - that's 
evolution for you. They will have the ability to tell their owner 
how they are 
feeling , i.e if 
they are tired, 
bored or just 
grumpy, and 


m 

Creatures 




If you haven't had enough of the 
real-time strategy genre quite yet 
then you will be glad to know that 
another game on its way from 
Empire to a sales outlet near you 
soon. Fields Of Fire will be a 
challenging game set in times gone 
by where battle commences on the 
American plains. Set in the 1700's, 


Lost at sea 




Things have moved on a bit since the days of Battleships! This new game looks set to blow everything else out of the water when it is released later this year 


t has been a long time since the last naval 
combat game surfaced, so we are glad to inform 
you of a new title. Fighting Steel looks to be one 
of the best looking 3D sea games to date, where all the 
ships are actually 3D models rather than flat 2D images. 

We have seen so many flight simulators over this past 
year with improved graphics and realism it will be good to 
see the same attention to detail with some ships. It 
sounds like the developers plan to make the most of their 
renders by giving players many camera angle to choose 
from. The game will centre around surface warfare as 
opposed to submarine action, but 
still, you can be assured there 
will be plenty of things to shoot. 

Just like in the real world, sea 
warfare is all about tactics, so 
this will also play a big role in 
the game (it may even be worth 
digging out Battleships for some 
early practice!). 

The game will also feature 
visibility and weather effects 
similar to those we are now 


seeing in flight 
si ms like Team 
Apache, and even search 
lights if you facing looking 
for a few Titanic survivors. When it 
come down to the nitty gritty though, 
you won't be disappointed. More than ninety 
ship classes, including German, Japanese, British 
and American, will be afloat in the game, each near 
perfect replicas of the craft from World War 2. Could well be 
worth looking out for in the near future. ■ 


Fields of Fire brings in ideas from 
RPG games to fit in the 
adventuring of that time. Players 
will control a character through the 
wars of that time and will be able 
to learn and expand their skills 
whilst at the same time building a 
base and fighting tough battles. 

The game is planned to have over 
twenty five missions, not as many 
as some RPGs, but suffident all the 
same. The structure of the game 
will be based around intense 
resource management which will be 
more akin to working for a national 
reserve. Players will have to control 
the surrounding ecosystem to make 
sure they have a continuing supply 
of everything they need. Fields of 
Fire could bring a new angle to a 
tired genre. 
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Rally heaven 

Codemasters have just announced the release of a new 
rallying game to be called Colin McRae Rally. After last 
year's success with TOCA, we can expect great things 
from this game, at least a fair challenge to the Screamer 
games anyway, what with Colin McRae's expertise 
behind it. The champion rally driver has just won the 
Rally of Portugal in his super cool Subaru. Let's hope 
the game is as world class as the man behind it. 


Vengeance Is sweet 

GT Interactive have announced the development of a new 
exciting third-person adventure/combat game in the vein 
of MDK. The world in which the game inhabits is said to 
be rather disturbing. The Dark Elves have returned to 
Earth to rule over the humans, it is your job to stop 
them. The game will include eighteen missions and more 
than twenty five weapons of destruction. There will also 
be support for up to thirty two players linked up. 


Dark Reign team 

A few of the members of Activision's team for Dark Reign 
have go on to form a new development house of their own. 
Gizmo Industries. The company has already begun plans for 
two new games: a real-time strategy title and a turn-based 
strategy game. They apparently want all of their games to 
be at the cutting edge, with new angles on the well 
trodden genres. Gizmo plans to show off its new games 
during E3, so expect more information later in the year. 




A very naughty boy 


As we reported a few months 
back in our MGM feature. 
Electronic Arts are soon to 
release the sequel to Return 
Fire. October is said to be the 
official release date so there 
is still a little while to wait, 
but you can be sure that the 
game will be on top form by 
then. The title will offer all 


hiny Entertainment are soon to release an adult 
oriented 3D adventure game which promises to 
deliver graphics unlike anything you have ever seen before. 
Messiah is based on the passages from the Book of Revelation 
which deal with the Apocalypse, and pits the player against 
the forces of Hell in an attempt to prevent the premature 
breaking of the Seven Seals and the unleashing of evil upon 
^ the Earth. You play Bob, a biologically engineered 
Cherub, with the ability to take over 
the bodies of over twenty other 
characters. 

Using a revolutionary 
system of skeletal modelling, 
the animated characters have 
.smooth skin which moves 
in a realistic manner 
as if it had muscles 
underneath it, and 
over 500 times more 
polygons per model 
than games like 
Quake and Tomb Raider. 


The game is planned to be fully scalable, so it will 
keep up with advances in PC technology. 

Messiah also boasts the most 
detailed texture maps ever seen 
in a real-time 3D game, and a 
detailed combat system where if 
you throw a knife at 

someone, it sticks in 
their body and stays 
there. There are also 
scenes of mutilation 
and decapitation, so 
this is not a game for 
the kids.! ■ 


the action of the original 


game but with more on top. 
Instead of commanding each 
of the units as you chase 
around the map, you will be 
able to sit inside them and 
do all the hard work yourself. 
The difference is the new 3D 
engine which allows for fast 
rendering and up to sixteen 
players over the Internet. 
Players will also be able to 
make the most of the new 
vehicles such as the huge 
aircraft carriers and 
manoeuvrable jump-jets. In 
multiplayer mode, this will 
be one of the top games of 
the year. 




Fallout parade 


nterplay's post-apocalyptic role-playing game. 
Fallout, enjoyed considerable success both in 
Europe and America when it was released at the 
beginning of the year. Following up this success 
comes the announcement that a sequel. Fallout 2, 
is now in development. 

Set many years after the original. Fallout 2 
will cast players as the descendant of Vault 
Dweller, who was the hero of the first game. As 
with this original game, players will have 
numerous tasks which they will have to 
accomplish in order to complete the game. 

These tasks will involve exploring huge areas, 
interacting with characters, fighting mutants 
and important decision-making. 

With a planned release of October this year. 

Interplay haven't left themselves much time for 
reworking the game, but then it seems very little is 
going to be changed anyway. The main interface is likely 
to remain as it was in the first game, as will the 
style of gameplay, something which will no 
doubt please the game's army of fans. ■ 
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You buy White Label Doubles. Two great games for only £14.99 


You play them until your fingers drop off 


As you're giving her mouth to mouth resuscitation, your Dad walks in 


Your Dad walks out 


Trouble is, without fingers, you can't dial 


White Label Doubles. Sorry 


Collector’s CD 
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NEWS I 

Humongous news 

Remember that great game, MDK developed by Shiny 
Entertainment? Well, part of its development team that 
spilt off to form its own company called Planet Moon 
Studios are about to release their first title. The company 
has been established in San Frandsco and are already 
working on their first game to be titled Giant and Giants. It 
looks like Interplay will be publishing their products over 
here and we expect to see more of their first game at E3. 


The Whirlwind returns 

Virgin have announced the sequel to Jimmy White's 
Snooker. Jimmy White's 2: Cueball is set to be a new 
advancement in snooker playing on the PC. The game has 
been designed by the much-lauded. Archer Maclean, who 
did wonders with his pool game, and will put players into 
a multi-room environment to give it much more realism. 
The game will feature some great graphics and many sub 
games like Draughts and Darts if you fancy a change. 


Mnre new studios 

This month seems to be a popular time for developers to be 
branching out. A team from Blue Byte Software have 
recently announced the formation of Murder Of Crows, a 
new (attractively titled!) development company. The 
partnership of Dr Vl^de Walker and Chris Todd looks set to 
bring us the gamers some great new games. Chris played a 
large part in the development of Wing Commander lU. The 
first game, Shadowpact will be primarily an online game. 


Eidos' stab at the real-time strategy 
genre will soon be with us with all 
its new features and expanded 
gameplay. We had hoped to have it 
for review this month but 
unfortunately it still doesn't seem 
to be finished. From what we have 
seen of the game so far, it plays 
quite well. Most notable features 
include the pylons which players 
have to build to carry the limited 
amounts of energy to and fro from 
their establishments. If you have 
seen or played Netstorm at all you 
will know the sort of gameplay and 
tactics involved. 
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COMPETITION WINNERS 


Prince of Persia goes 3D 


Congratulations to those who have won competitions 
in issues seven and eight of Ultimate PC. For those of 
you who entered and didn't win - keep on trying! 

Issue Seven Issue Eight 

P200 MMX PC Pentium 200MMX PC 

Mrs C Moore, Yorks M Marks, Crawley 


RtCIMIItNItl 


Starship Titanic 


h raphic adventures are not always the quickest of sellers in the market place, so you don't see them in the 

I ” chart very often, but games like Myst and Riven are up with the best-selling games of all time. Starship 

Titanic (aside from the fact that it has the word Titanic' in the title) could be one of those big games. The storyline 
is fantastic, coming courtesy of Douglas Adams so expect some decent humour, and the graphics are visually 
stunning to say the least. If you are a fan of Hitch-Hikers Guide To The Galaxy then you should buy this just on 
principle. If not then as a graphic adventure this game has got everything it promised to have. 


Motorhead 


j I his game ranks as being one of the fastest and most exciting racing games available on the PC. The game 

I ■ runs well in both software and hardware versions and offers slick and adrenaline fuelled play for more than 

just a few people. Easily on par with the like of Ultim@te Race Pro, but you must bear in mind that you may have 
to pay a bit more for it. The game has plenty of features, cars and tracks to give it decent longevity. The handling is 
one of the best we have seen, a lot easier to control powerslide than in Formula One '97 for instance, but without 
the hassle of having to set up your car for half an hour before you race. If you are looking for an up to date racing 
game then this could be the one you are after. 


emember Prince of Persia? Well it's making a 
come back in full, glorious 3D thanks to the 
folk of Red Orb Entertainment. If you don't 
remember it in in its original form, it was side scrolling 
platform adventure with the big selling point being the 
incredibly realistic and fluid (for the time) animation of 
the central character. Unfortunately the rest of the 
game was rather bland and samey. Nevertheless it 
achieved favourable reviews and gained many dedicated 
fans. Red Orb promise the new game will retain all the 
features which made the original so popular while 
bringing the gameplay bang up to date. A third-person 
perspective is to be employed which doesn't sound a 
million miles from the old Tomb Raider concept, though 
the Arabian Nights theme and scenery should give it 
enough identity of its own. 

With running, jumping, climbing and fighting, 
POP has all the elements of a classic action 
adventure. Not only will there be bad guys, 
but also heaps of devious automated traps to 
avoid in what promises to be a succulent slice 
of Turkish delight coming your way later on in 
the year. We'll have a more concrete idea two 
issues from now in our E3 report, as the first 
playable code will be unveiled at the Atlanta 
show at the end of May. ■ 


□ 

friendly 


j I n last month's issue we reviewed this game and gave it a decent score in the eighties. After a month of 

1 playing it still holds up to be something above the rest as a real-time strategy game with something extra. 

Not quite as immersive as Battlezone and with software graphics that aren't as good as they could be, the game has 
a few downfalls, but at the end of the day, the missions are challenging, the different camera angles useful and the 
tanks and vehicles are cool. If you have Battlezone and you want even more of this first-person style of strategy 
play then have a look out for this game. 
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Now you can fighl to the deaft with the little plastic soldiers of your childhood. With 30 
different action packed missions and an arsenal of terrifying weaponry at your disposal, you 
can recreate the mother of all! conflicts in this real-time stratejty shoofem up. With deadly 
airstrikes, tank asswlts and flame-throwers to counter. Army Men is anything but child’s play. 


Ubi Soft Entertainment Ltd., Vantage House, 1 Weir Road, Wimbledon, London SW19 8UX,* 

Tel: 0181 944 9000 • Fax: 0181 944 9400 • e-mail: techsupport@ublsoft.co.uk • http://www.ublsoft.co.uk 

©1998 The 3D0 Company. 3D0. Studio 3D0, the 3D0 logos and Army Men are trademarks and /or registered trademarks of The 300 Company. AH other brand or product 
names are trademarks and/or registered trademarks of their respective holders. All rights reserved. Published under license from The 300 Company by Ubi Soft Entertainment. 
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NEWS 




New name, same game THQ for E3 New games from Cryo 

Ubi Soft have recently announced that the game that THQ have announced their list of games they will be The French publishers, Cryo have announced the release 

was to be called VR3000 is now going to be called premiering at E3. Some of the most exciting titles include of a number of new titles for the summer. The company 

S.C.A.R.S. The new title stands for Super Computer Speed Tribes and Dead Unity. Speed Tribes is a futuristic are best known for titles such as Dune and Megarace 

Animal Racing Simulation. Though it sounds like a combat game where players ride aerocycles and fight for and now plan to release a new Blade Runner-esque 

horse racing simulation we have been assured that it glory. In Dead Unity players will become artifidally adventure game called Ubik (espect a review next 

will be nothing of the sort. It will still feature all the enhanced humans and enter a world full of space-aged month), which has a storyline written by Phillip K.Dick 

great undulating tracks and multiplayer options that it enemies in varied 3D environments. Other games are Bass himself. The game lets players control a troop of five 

promised when it was called VR3000. Masters Classic and Brunswick Circuit Pro Bowling. soldiers around recognisable places from the film. 



StarCraft aid-an 


0 sooner have we got our 
copy of StarCraft, when we 
find out that Aztech New Media have 
announced their Licensing agreement 
with Blizzard for the right to make 
an authorised add-on for the game 
including many new Levels. Aztech 
have already begun work on the add¬ 
on pack and are going to call it 
Insurrection (we don't know why, but 
it sounds good!). As of yet we don't 
know when the game will be 
released. Aztech is not the only 
company to have signed similar 
agreement with Blizzard, but they do 
have the advantage of already having worked with the StarCraft developers, what with the 
Armory add-on for Warcraft II already available. The names of the other two companies have not 
been announced as yet, but look forward to plenty of all-new action. ■ 



Adrenaline rush 





unsoft have announced a new first-person shooter game, Adrenix. The game is set to play 
I something like Forsaken - nippy little aircraft instead of running about on foot. It will centre 
around the Life of Scott Griffin, who has had his daughter stolen to be used as an experiment for drugs 
testing. The drug, Adrenix has been engineered to increase soldiers' strength and resistance to pain. 

The game is set in a destroyed city-scape full of toxic waste and violence in a time when 
plagues and nuclear disaster have 
ruined Earth. It is up to you to 
invade the Med Tech's base and 
retrieve your daughter. Stirring 
stuff! The game will consist of 
about twenty missions, including 
sub missions all pretty much in 
city environments, so you could 
say it's a bit like G-Potice. Players 
will have to face twenty five enemy 
vehicles and from what we have 
seen of the game so far it is not 
going to be easy. Expect to see 
more on the game next month. ■ 


Very much in the vein of Acclaim’s soon to be successful title, forsaken, Adrenix boasts vehicle action through futuristic streets 



Each month, thanks to GamePlay, one Ultimate PC 
subscriber will win the top five PC games. 

star Wars Supremacy 

Virgin 

StarCraft 

Cendant 

Tomb Raider II 

Eidos 

Championship Manager 97/98 

Eidos 

Ultimate Soccer Manager '98 

Cendant 


Grand Theft Auto Take 2 

FIFA: Road to World Cup ^98 Electronic Arts 
Quake II Activision 

Starship Titanic Ablac 

Microsoft Right Simulator '98 Microsoft 

Age of Empires Microsoft 

TOCA Touring Car Championship Codemasters 

Battlezone Activision 

The Simpsons: Virtual Springfield Electronic Arts 
Command & Conquen Red Alert Virgin 

Worms 2 Microprose 

Formula 1 '97 Psygnosis 

Civilization 2 Microprose 

Warhammerr Dark Omen EA 

Doom Trilogy GT Interactive 


This HiuBth’s Tup 20 games. Gumpiieil by ^ 
ElSFA and iu cunjiactiun with Cbartrack. 


This Month's Winner: Mr. M. Collins, East Sussex 

UiTiMATE PC’S Charts are sponsored 
by mail order specialists Gameplay. 
Tel: 0113 234 0444 


ULTIMATE PC I ISSUE TEN | JUNE 1998 























Break the speed limit! We dare you! With its three processors running in parallel, 3D Blaster™ Voodoo^ delivers an 
awesome fill rate which leaves others standing. For performance, image quality and 3D gameplay, it's the fastest card 
on the planet. And if one Voodoo^ isn't enough, you can install two and double your performance! 3D Blaster Voodoo^ 
is the only 3D games accelerator hot enough to carry the official 3Dfx™ Interactive Voodoo^ name. 


Get in the fast lane at your nearest retailer or call 01245 265265 


"It's during gameplay 
that the massive 
power of the 3D 
Blaster Voodoo2 
really shows. This is 
definitely the 
smoothest Quake card 
PC Review has 
seen.PC Review 


for details of our exciting games bundle. Now. 


Features and speciiications 

• Up to 12MB of ultra fast memory for maximum performance 

• Delivers 180,000,000 texels per second 

• Up to three times the rendering rate of original SDfx”* Voodoo Graphics 

• Best accelerated games support in the industry 


The Hottest Upgrades For the Coolest PC 


creAtiv 



@ 



WWW. SDUNDBLASTER.CDM 


Copyright 1998 Creative Technology Ltd. 3D Blaster is a trademark and the Creative logo is a registered trademark of Creative Technology Ltd, The 3Dfx Interactive logo and Voodoo Graphics are trademarks of 3Dfx Interactive, Inc. All other brand names and 
product names are trademarks or registered trademarks of their respective holders. All specifications are subject to change without prior notice. Actual products may differ slightly from those pictured. 




3D Blaster Voodoo^ 


CALL OUR PRE-SALES HOTLINE OIEAS 265265 










NEWS 


Gommanil a WWII tank 

Panzer Commander is the new World War II tank simulator 
from SSI set for release this summer. The player is able to 
drive WWII vintage German or Allied tanks through a 
number of scenarios based on the action from the times. 
Once the player works through the six scenarios, he will be 
able to command a platoon of tanks, using a number of 
formations into yet more combat action. Panzer Commander 
will also have network capabilities. 


’Ere we go... 

Pin-Ball Games Ltd. who make some very fine PC based, er, 
pinball games, have released details of their latest opus. 
Pinball Soccer '98, which they are obviously hoping will 
cash in on the current world-wide frenzy of soccermania. 
The game features two detailed tables, forty-two team kit 
colours and seven modes of play. Two people can play at 
once on the same machine, or more over a network. To keep 
the soccer theme, the tables use fboty-based rules. 


Virgin vroom! 

Virgin are sponsoring the Professional SportsCar Racing 
season to get the inside knowledge and the vital licenses 
which they need to make a realistic game. The title which 
Virgin Interactive are currently working on will feature 
some of the classiest acts in the Sports Car world, 
including Ferrari, Porsche and McLaren. Virgin are using 
driving simulators created for the automobile industry to 
ensure the accuracy of the physics engine. 





New from Microsoft 


There haven’t been many great nff-road racing games release recently, the last gnnd nne was Ulmsler rmcks Maifness - the nriginal - sn this new versinn is hnund to he good 


Microsoft move into the worid of goif. Surely not 
another game to have to master mouse-swing action 


Wargames 


■ ill their two Latest game 

releases are currently being manufactured, and you 
should see them in the shops by Friday May 15th. Outwors is a 
3D action adventure game in which you play a space marine 
with a jet pack. We have played this game, so turn to our 
review on page 90 to see what we think of it. The other 
new release is a golf simulator, called Microsoft Golf. 

A third new Microsoft game release. Monster Truck 
Madness II, is close to production as well, so 
hopefully weTl have a review of this one real soon 
now. There is already a Web site for it at 
www.microsoft.com/games/monster, and it is due for 
release on May 22nd. Their forthcoming World War II air 
combat simulator which has been developed under the 
code name 'Spitfire' will henceforth be known by the 
witty and imaginative title 'Microsoft Combat Flight 
Simulator. However did they think of that? This one will 
in the shops in October. 

For those of you who use Microsoft's Internet Gaming Zone, 
there are two items of good news, the first of which is that 
you can now play Quake II online, with free matchmaking to 
help you find other players. Obviously you will need a copy of 


the game to play. The other is that plans are supposedly 
underway to offer UK lobbies for the Internet Gaming Zone, 
which will make it easier for the 
zone's UK players to 
find local people to 
play against. ■ 


give a new perspective on the 
ever expanding genre. The game 
follows on from the film, twenty 
years in the future and players 
take control of one of two forces 
as the battle it out to take 
control over a number of 
territories on Earth. The Myth- 
style 3D engine with rotational 
camera view will be a special 
feature in the game and so will 
be the huge number of units - 
air, sea and land - to get to grips 
with. Just like in the film, the 
game will feature hacking, as 
means of resource collection. That 
should be a bit of a laugh instead 
of just mining stuff all the time. 




Full steam ahead 

FI 

■ I H efore he became famous for designing 
Civilisation, the world's 
greatest game, Sid Meier developed 
a little thing called Railroad Tycoon 
which was released in 1990 and 
was extremely popular at the time, 
selling well on the Amiga platform. 

The license for this game has been 
acquired from MicroProse by 
PopTop, and they have announced 
their plans to produce a sequel. 

The proposed specification is 
nothing if not ambitious, including 
3D graphics and renderings, 
network and Internet multiplayer 
options, and it will be the first 
game to be developed for a screen 
resolution of 1024 x 768 in 16-bit 
or 8-bit colour. 

There will be fifty different 
engines and thirty-four types of 
cargo, and the game will span the 


era from 1804 to beyond the next millennium. It will 
also be more complex than the original, including Wall 
Street fluctuations and an improved AI for the other 
railroad barons. It is scheduled for release at the end 
of 1998. ■ 


Radical renders! This railway simulation might not be everyone’s cup of tea, but for many it will be a life-long dream 
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DONi M BIIAIII CB^IS TB REAUil TlitYjlUtni, FIGHT. GANT UNDERSTAND 

■CQMMANDS EVEN FRQMTnIiR EEAPERS; 50 THEY SPEND ALL THEIR TIME WlMG OVER THEMSELVES.TRYlllG 
-TO DEFEND THEIR TH^ HAIRY REAIiS. RART UNDERSTAND WilflHEY DOTHIR^ REHONESL IF TREY HAB 
AHY SENSE THEY WODCD RaVE^ DEDENCY TO STAY ST'lU WwlE YOR SlIT THROff^^ ; J 


HmSTHSHT DONl KNOW IF YOU NOTICED. RUT DO .THESE DUYS SMELLI THEIR lACK OF EVEN THE MOSf^ 
RUDIMENTARY HYGIENE SKin.5 IS THATCHED ONLY RY THEIR ARROGANCE.. . MINCING AROUND IN THOR' 
SHINY UNIFORMS AND BRAND NEW GUNS. SPEND MOST OF THEIR TIME FIGHTIHO EACH OTHER OVER MON|]L 
ANY^HUMAH WHLSELL OUT HIS ENTIRE RACE FOR A HANDFUL OF CREDITS. THEIR ONE REBEEMINGJpiDE 
ISIhEY'REALLY BLEED GOOD WHEN CUT UP. J 


MOST RACES ARE PREOY LOW DOWN. BUT THEY ARE ALL EQUALLY DISGUSTED AT THE FACT 
'THAT RCORPS CAN7 EVEH.FAGE THEIR ENEMY SQUARE ON THEY HAVE TO SNEAK ABOUT UNDERGROUND 
BEFORE TI^Y AnACIL THE BEST OPTIONTS TO GAS THIS GENETIC TRASH IN THEIR TDNNfLS AND HQPE THEY 
GW AT LUSY^TILISE SOMETHING.:^...... HOWEVER, THEY’RE BOUND TO EHfO HEN BEIHG MAHURE A 

UTILE GOMi>Lli^fOR them. ' . . V 


mmrnmnuBR did i say humans were arrogant? hothing compares to a bendian merc, 
Mods gih to the universe in their opihion. over millions of years of natural selection and 

EUGENICS HAVE PRODUCED THE UGUEST SONS OF BITCHES IH THE KHOWH UHIVERSE. WILL STOP AT 
NOTHING TO CAPTURE. KILL AND OVERRUN ANY SEHLEMENT OTHER THAN BENDIAN MERC, [ALTHOUGH 
THEY’RE NOT ADVERSE TO HAVING A GO’ AT THEIR OWN KIND). “MERCY IS FOR THE WEAK ” THEY SAY. WELL. 
DO THE UNIVERSE A FAVOUR WHEN YOU SEE A BENDIAN MERC. GIVE’EM SOME OF THEIR OWN MEDICINE, AND 
POUND THEM MONGRELS INTO THE DUST. 


1998 Eidos Interactive Limited. Dominion: Storm over Gift 3 is a trademark of Ion Storm L.P. All other trademarks and trade names are properties of their respective owners. 











WITH 30 FRAMES A SECOND IN ALL 4 RESOLUTIONS, DOMINION IS REAL TIME’ FOR ULTRA QUICK PLAY. BEHER GRAPHICS, 
SMARTER Al, FASTER SPEED, EASIER INTERFACL. THE ULTIMATE CHALLENGE. EVERYTHING ELSE IN THE CATEGORY HAS BEEN 
TOTALLY ANNIHILATED. 
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Ubi Soft 
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U his game must rank as being UbiSofts 
greatest hope for this year. A major 
piece of work that will combine adventure 
elements with all the excitement of first-person 
^ shooter action. Unlike many games in 
the latter genre. Requiem has a 
TBj highly involving story and character 
interaction to give players that 
V realism they have always wanted. This 
Jr story follows the events of a group of 
r rebellious angels - bear in mind they are 
not like those portrayed in Highway to 




Heaven. These chaps have descended on Creation 
to rule it. As a player you will act out the role of 
a loyal angel (the Chosen) and must battle the 
Fallen in age old combat. 

Going back to what we said earlier, though 
you can interact will all of the characters, 
many are not hostile and some of the places 
you will visit will require some decorum as 
opposed to the more familiar acts of violence. 
These changes in character will have to be 
followed closely by the player - making sure 
he doesn't enter certain places with guns a- 
blazing, self control will be the key. 

Also, the way the missions have been 
arranged will encourage players to understand 
the environment rather than to waste the 
place, leading the player through the storyline 
with all its sub-quests and puzzles. To add to 
the realism, each character has been given 
twenty plus frames of animation (something 
we are looking forward to from Half- 
iife). This will give many more 
actions to each monster so each is 
totally individual. 

A game for the new millennium 
for sure, and one that could well 
prove to be superior to Quake 11 . 1 


Who says gratuitous advertising of 
other games doesn’t work... 


Clearly some form of futuristic bondage thing going on here. Maybe we should pursue this 
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fONIC TROUBLE 



he continuing growth of the market 
I for the very young PC gamer seems 
endless. What with more platform games and 
beat-'em-ups appearing all the time, it shows ■ 
the consoles are not the only place to find 
games that offer instant and addictive game 
play. Tonic Trouble is set to follow in that 
tradition with its humourous take on 3D 
action adventures. 

Even though it's aimed more at the light¬ 
hearted gamer, Tonic Trouble's engine is said to 
be very advanced, allowing thirty plus characters 
to have multiple expressions and behavioural 





et another installment in the ever 
I increasing series of Might & Magic 
games will be coming our way shortly. The 
Mandate of Heaven is expected to be even 
more mighty and even more magical than the 
last in the series, boasting improvements and 
adjustments to many of the games features. As 
a gauge of how the series has improved over 
the years, it has been said that the new game 
is some ten times larger than the original. Not 
just that though, the game will be introducing 
a totally new world full of interactable 
characters, making the game one of the most 
awaited role-playing games of the year. 

Fantasy and role-playing is always a bit of a 
tough genre to market, seen by many as far too 
geeky and anal compared to the more intense 
action of say. Forsaken or the soon-to-arrive 
Carmageddon 2, But many of the new role- 
playing games we are seeing emerge of late (a 
role revival!) seem to have bucked their ideas 
up, providing more action for the player, 
enhancing further the character interaction. 
Might & Magic VI is no stranger to such 
improvements, what with the adjustable combat 


WOBKinProgress 



eccentricities in the hope of enhancing 
interactive gameplay. It is also one of the first >. 
games to utilise the Pentium II processor. ;■ 

The game comprises ten 3D worlds each, with 
its own distinct features and with what looks to 
be a high level of detail, even at these early 
stages. The player moves through this luscious 
environment full of killer vegetables and cocktail 
glaciers as the character named Ed. He is a 
quirky looking ET given the task of clearing up 
his own mess. Rather than taking a mop to spilt 
milk, Ed must save the world from environmental 
crisis. The gameplay is based around interaction, 
with the other characters in the game there to 
give Ed clues to help him complete the missions. 
For the Quake heads there will be a number of 
cool weapons to help you get through the 
levels. A magical bow-tie doesn't seem quite 
on par with a rocket launcher, but we shall 
withhold our opinions until we try one. 

UbiSoft will obviously be hoping that it 
will follow in Rayman's footsteps and prove 
itself to be a blockbuster. ■ 


routines to help conquer the many monsters 
that roam around the equivalent of 1,000 miles 
of terrain (difficult to either prove or disprove). 

Your band of adventurers must make their 
way through many quests and missions, all 
synchronised using the new time clock. For 
those that like number crunching there are 
around three hundred non-player characters in 
the game, some of which will be up for hire if 
specific skills are short. On the other hand 
each, the player will be able to adapt and 
improve his or her own skills as they progress 
through the game so they may not need any 
help from strangers - and we shouldn't forget 
to mention the nine schools of magic such as 
Mind, Fire, Spirit Water and Light. These will 
please fans of the old game that thrived on 
magic over might, for the rest of us though, 
we will have to just look out for the heavy 
weapons to keep us contented. ■ 
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When the opportuni^ arose to visit Mytlios’ studio hi Harlow, Miles jumped at the Ghanee. When he heard 
that the team behind laser Stfuatf were working on a new game, he had to know mere... 




Fighting is very much a part of 
the game - especialiy when there 
are skeletons walking ahout 



hen the opportunity arose 
I to visit Mythos Games up 
in Harlow to check out their new 
fantasy title, I must admit I jumped 
at the chance. Not through any great 
affinity for the fantasy genre, but for 
the chance to meet the creator of 
one of my all-time favourite games: 
Laser Squad. If you don't remember 
it, it was a turn-based strategy game 
which appeared on Spectrum, 
Commodore 64 and later, Amiga and 
Atari ST. But check out the box 
elsewhere on this page for more 
about that. 

X-Gommunicated 

The individual in question is Julian 
Gollop - a champion of the strategy 
genre and a pioneer in turning original 
concepts into games well ahead of 
their time. 

Julian's company, Mythos are 
probably best known for the X-Com 
games. Enemy Unknown and X-Com 
Apocalypse, but not the forthcoming 
Microprose title, X-Com Interceptor. 
The two firms have parted company, 
with Microprose retaining the X-Com 
license. No matter though, as Myth 
and Magic populates a very different 
world to that of X-Com, replacing 
aliens with mythical creatures and 
laser blasters with magical spells. 


In a departure from previous 
Mythos games. Myth and Magic turns 
its back on the turn-based system in 
favour of a real-time method of 
movement and combat, giving it a 


The game is split up into three 
'realms,' and within these will be 
numerous territories, each of which 
represents a game level. Objectives will 
vary from slaying the opposing wizard to 


Apparently the computer will learn and adapt to 
the way you play the game 


frantic arcade feel as well as a deep 
strategic side. 

The player will take control of a 
wizard who must battle against 
other wizards to become the 
mightiest and most powerful, 
gathering experience and spells 
along the way in an RPG-esque 
twist to help in the many and 
dangerous quests ahead. 



The world of Myth and Magic is filled with a diverse selection of characters, including weird mythological creatures and powerful wizards 


finding a special object concealed 
somewhere on the level. At first only 
the area immediately around the main 
character will be visible, but the map will 
reveal itself C&C style as it is explored. 

Of course this can be rather 
dangerous for a lone wizard, and here's 
where it starts to get clever. Your wizard 
will have a number of spells which you'll 
be able to select at the start of each 
level. These will enable him to create an 
army of zombies, skeletons, hell-hounds, 
bats, elves and all sort of creatures to 
help him in his quest. Each will have 
their own special uses; bats won't be 
much good for scrapping but their ability 
to fly will make them handy for scouting 
out the surrounding area. Undead 
creatures such as skeletons are more 
suited to hand-to-hand scuffles, whereas 
elves chuck boulders, making them better 
suited to ranged combat. 

You can't just create a vast army 
straight away however, it would just be 
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siUy. Like any resource-based strategy 
game you'll need the raw material which 
can be moulded by your magic, and the 
raw material of magic is Mana. You'll 
start out with precious little of this so 
you'll have to locate a place known as a 
Circle of Power where mana can be 
replenished. All the time however, your 
opponents' creatures will be coming 
after you or trying to take control of 
the circles of power themselves, 
making your adversary even stronger. 

There's still some work to be done 
but even at this stage, and despite the 
fact it doesn't require any major 
graphical hardware support, the whole 
look and feel is very nice indeed. The 
isometric graphics are full of vivid 
colour, forming luscious landscapes and 
music is even better - Celtic strings 
creating the perfect aural ambience. 

Mind your manas 

A huge challenge is promised, with 
levels generating semi-randomly 
throughout so no two games will ever 
be identical. Objectives and obstacles 
will remain but the method you 



choose to overcome them will need 
constant tweaking. Even more 
impressive is the promised character 
AI. Apparently the computer will 
learn and adapt to the way you play 
the game. The idea was to create the 
closest feel possible to a human vs 


human deathmatch. If that still isn't Wander the vast game 
enough then full networking and environments as you try to 

Internet options will enable players complete various missions 

to pit their wits against one another. _ 

We'll have more news as it breaks plus 
an interview with the man himself very 
soon, so keep your eyes peeled. Miles 



.ERROR 

mOMTHC 


i 


Julian GoUop's first games appeared on the BBC way back at the dawn of the eighties. He then moved on to the Spectrum, produdng some 
of the best and most accessible strategy games of the time. In a spooky twist of fate, many of the elements of these early titles can be 
seen in so-called 'revolutionary' modern games. Similarly, Mythos' more recent titles have their roots firmly in Julian's past projects. X-Com'f 
roots can easily be traced back to Laser Squad and Rebelstar Raiders before it, while Myth and Magic owes more than a passing nod to Lords 
of Chaos, which came out in 1990 and graced all the major non-console formats of the time, from the Spectrum to the Amiga. 




The game’s 3D environments look 
as good as any we’ve seen. Let’s 
hope it plays as well as it looks! 
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The resergence ef RPC games eentiniies with Westwoed’s third instaiheeiit hi the Units Kim series. 
Adventure ceupled with the ahRitg to team a numher of skiRs shoutd make this a new gamiog experience 


Publisher: Virgin 
Developer: Westwood 
Price: TBA 
Release: November 
Website: www.westwood.com 
Players: One 



This game was the sequel 
to the original Lands of 
Lore and set a new 
benchmark for the RPG 
genre. The game followed 
the adventures of Luther, 
who was neither a man 
nor beast but something 
in-between (we get a lot 
of those around here). 
Players had to seek a 
way of getting rid of his 
mixed identity before it 
destroyed him. During 
the game players visited 
many realistic-looking 
worlds, such as the Claw 
mountains and the 
Huline Jungles. It 
differed from the original 
with the addition of FMV 
sequences, an updated 
engine and loads of 
new characters. 



ands of Lore 3 takes us back 
1 to Gladstone, where Copper 
the Grey is in a bit of trouble. The 
Rifthounds from another dimension have 
stolen his soul (don't ask us how) and 
he must go out and find it again. 

Players will at last get to explore the 
city of Gladstone, which we heard so 
much about in the previous games. And 
rest assured, there will be plenty to see. 
You will need to rent a room, interact 
with the other people in the city and 
form relationships, and just like in the 
real world, you won't know exactly who 
is your friend and who is your foe. 


RPG 

With this version of the game 
Westwood wanted to get a more of an 
RPG feel, which would incorporate a 
strong storyline and more in the way 
of character development. With this in 
mind they have built the game to 
include Guilds within the city. These 
will be used to train the player's 
chosen character in a number of skills. 
Warriors, clerics, mages and thieves - 
depending on which guilds you join, 
your strengths will differ. Players 
begin the game with a set of generic 
skills, but will then be able to obtain 
new ones as the game moves on. 

There will be four guilds in the game. 




each with its own membership 
requirements. Each guild will also 
have a shop which will help the player 
solve puzzles and quests easier. For 
example, in the Warriors Guild, The 
Iron Ring will allow players to obtain 
skills such as the Mighty Blow, Rapid 
Strike and Marksmanship. These will 
be invaluable in combat, and thus it 
will be imperative that you join this 
guild if you are to succeed 


In addition, to help you through the 
game you will have a number of 
companions, called Familiars. These 
different personalities will be able to 
heal you, provide information on your 
whereabouts and give you general advice. 

Improvements 

So how will Land of Lore 3 be different 
from other games? Well, the new 
technology Westwood have been using to 




With the new interface yen shnuld be able tn use ynur spells and weapnns easily and call nn them at any time... well at least five nf the best nnes 
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create the world will make a hell of a 
difference to the Look of the game. Voxel 
technology has allowed them to use up to 
a thousand polygons per character, so 
everything should be in true 3D with the 
correct shadow effects and everything. All 
the human characters have been motion 
captured - it must be hard to get a 
Rifthound to come in at such short notice! 
There will also be 64 characters in the 
game, much more than the previous titles. 
Players will obviously be looking forward 
to meeting the King and Queen and paying 
a visit to the fruit grove tenders, if only to 
steal some of their food! 

Cinematic cuts 

Westwood have decided to cut down on 
a few of the video sequences, in truth it 
was a bit much in the last game. Now 
they will be limited to just the endings 
of levels and introductions. 

There will be new places to visit as 
well as the city. The deserted desert 
may hold clues to the whereabouts of 
Copper's soul, or maybe even the Ancient 
Dragon City or Volcania - I'm sure you 
can guess what that place will be like 
without even seeing the images! Certain 
things will be making a reappearance 
too, like the Snow Tiger and the Stark 
(those stupid fire-breathing chickens) for 
example, just to keep people reminiscing 


we reckon! In fact if you take the game 
as a whole, the gameplay will not be 
that far removed from Lands of Lore 2, 
still concentrating on an equal mix of 
both exciting exploration and traditional 
RPG games styles. 

Let us not forget the combat though. 
They say they have improved the AI so 
that the monsters will know when they 
are beat and then run away to regroup, 
or re-charge in the alien Rouloy's case. 

Interface 

The guys at Westwood have found it 
necessary to redesign the interface in the 
game, basically to make everything run 
smoothly and simply. Now there will be a 
pull up inventory where you will be able 
to put objects in slots for easy retrieval. 
These will be interchangeable at any time 
in the game and hot keys will be assigned 
to them. This should cut down on a lot of 
the searching during combat. The same 
will be applicable for the spells as well; 
players will be able to choose five spells 
out of the 66 available (though only if 
you have trained as a mage) and slot 
them in. The journal will be slightly 
different too. Sort of automatic, like 
they did with Blade Runner, so you can 
go back and read notes at any time. 

If you want to know how far they are 
from completing the game, then we can 


tell you that they haven't really started 
working on many of the Levels, but the 
intro sequences are pretty much finished, 
as is the main console, which has 
changed slightly to make object selection 
much more easy. The engine doesn't 
seem to be entirely sorted (it took a lot 
longer to redesign it for 3D acceleration), 
so there is probably quite a few months 
still left to wait. ■ 


INTERVIEW WITH PRODUCER, 


The story obviously carries on 
from the last game, but will it be 
hard for people who haven't played 
the other games? 

Chris: We definitely want this to be 
a game that people can play 
separate from the previous games. 
We offer some familiarity and 
some in jokes for people that have 
played the first two games. We 
plan to start right off from where 
the last game ended and continue 


the story from there, only 
retaining a few of the characters. 

What were the main ideas 
you wanted to cover with Lands 
Of Lore 3? 

Chris: We definitely wanted to create a 
game where there is a very strong story 
element. We also wanted to retain a lot 
of the traditional RPG aspects, except 
we have added a few new features into 
the game engine, like the fact that you 
can choose your class or profession by 
joining a guild, which changes the way 
the game unfolds. 

So you had to totally rebuild 
the engine? 

Chris: We have kept the basic 
engine - there are some things the 


old one did well and 
others that it didn't do 
well. We wanted to get rid 
of that old graphic style 
where sprites represent 
trees and monsters. You 
will not see any video 
actors composited with 
computer graphics, the 
quality just wasn't good 
enough so we now use true 
3D representations. 


These Rifthounds are 
going to cause players 
a few problems 
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Whilst Civilization II continues to ride hiQh in the charts, 
work continues apace nn its sequei, Alpha Contauri. 




Publisher: Electronic Arts 
Developer: Firaxis 
Price: TBA 
Release: Octnber 
Website: www.firaxis.com 
Players: 1 - 7 


or the few who have played 
Civilization II and achieved the 
ultimate goal of sending a group 
of colonists off to the distant planet 
of Alpha Centauri, Sid Meier's next creation 
is the perfect follow-up. Having Civilized 
the known world and colonised the 
Americas, Sid Meier and Brian Reynolds are 
now offering players the chance to settle 
the final frontier - space! 

Although there's still a lot of work to 
be done on the game, the concept and 
general game design are already far in 
progress. Players will have a choice of 
seven different human factions to lead, 
each of whom promises to have distinct 
attributes. In Civilization II each tribe had 
unique characteristics; the Romans were 
quite aggressive for example, and there will 
be distinct differences in the behaviour of 
each race in Alpha Centaun too. 

As with the Civilization games, players 
of Alpha Centauri will start the game 
surrounded by an enveloping darkness. 
Only by moving around and exploring the 
terrain will the world of Alpha Centauri be 
revealed. Unlike the flat, two dimensional 


terrain of Civilization I and II, Alpha 
Centauri features 3D terrain. Players will 
have to use this terrain to their military 
and economic advantage, mining 
resources and defending key locations 
against enemy attacks. 


As with Civilization II, players must 
manage the Alpha Centauri terrain to 
maximise its benefit to them. This is 


achieved through a process called 
'terraforming.' As with the Transform 
process in Civ II, this allows players to 
actually change the type of terrain in a 
certain area. This terraforming process 
means players can change everything, 
from the altitude and rainfall of an area 
to its temperature and hours of sunlight 
- all of which influence the kind and 
number of resources that can be 
produced from each terrain square. 






Set in the distant future, after man has destruyed the Earth, Alpha Centauri features exciting new technnlngies which players must research in a similar way tn Civilization I and II 
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Each o( the units within the game will he lull} customisahle se that players can essentially create vehicles tn meet their nwn design criteria 


from the immense replay value both games held 


No matter where you go in the galaxy, 
there's just no escaping politics! On the 
planet of Alpha Centauri politics will play 
an important part in the success or failure 


As with Civilization II, Alpha Centauh 
features two different ways to win the 
game. The first method, the complete 
destruction of all rival factions, will no 


of the player. The politics and diplomacy 
in Civ II were quite complex for its time, 
but fairly basic all the same. Exchanging 
knowledge and maps and making threats 
was about all the diplomacy was good for. 
In Alpha Centaun there will be a more 
complex and demanding level of diplomacy 
with pacts, trade agreements and treaties. 

War seems to be inevitable in all of 
Sid Meier's games, and although it's 
possible to play Alpha Centauri without 
trying to wipe the other races out, it 
seems unlikely that anyone will manage 
to go through the game without 
incurring the wrath of one, two, or 
perhaps even all of their neighbours. To 
this end. Alpha Centauri features a range 
of military units which players can build 
and use to defend their territory or 
attack the enemy. The most powerful 
weapon in the game is technology. By 
developing new technologies players 
can build stronger units. Getting left 
behind in the technological race will 
leave players militarily weak and open 
to invasion. 


doubt prove the most popular, but the 
second way, harmonising all seven races 
and bringing peace to the planet 
promises to be both more challenging 
and more rewarding! 

Replayability has been a keyword 
throughout the development of Alpha 
Centauri. Although Sid Meier and Brian 
Reynolds have recognised the need for 
extensive multiplayer options (the game 
can be played via a LAN, modem or the 
Internet) they also see the need for a 
strong single player game. The success 


Transform the land with the 
help of these powerful 
terraforming vehicles 


of Civilization I and II was borne from 
the immense replay value both games 
held, and Sid and Brian will be hoping 
Alpha Centauri offers the same. A 
random map generator, competitive AI 
and selectable difficulty settings should 
ensure that gamers will keep coming 
back for more, m 
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Sei^sible 


Sensible Soccer ’98 retains all the great 
hallmarks of a classic Sensi game, but 
there’s more. Featuring full high-res 3D 
graphics and over 300 motion captured 
moves, Sensible Soccer ’98 
revolutionises PC football games. 

The wait is finally over! 

The beautiful game is back. 
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The superb Sensi control system gives you 
the ultimate gameplay experience 
allowing you to play a tight defense, an 
outstanding attack and passing 
manoeuvres which other games just can’t 
touch. And for all you armchair football 
pundits Sensible Soccer ’98 includes the 
most sophisticated coaching editor you 
have ever seen! 
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But that is only half of the story. 
While Criterion Studios is the public 
facet of the company, their other 
department Criterion Technologies is 
the quieter, more serious side of the 
business. Managing Director David 
Lau-Kee and Technical Director Adam 
Billyard are working closely with 
various companies, committees and 
professional bodies around the world 
to help define the standards and 
protocols of a technological 
revolution every bit as profound as 
the development of the television or 
the Internet. 


computer graphics are set to converge 
in the very near future in a way which 
will transform not only the nature of 
computer gaming, but the very fabric of 
society itself. I know this sounds rather 
dramatic, especially coming from a 
specialist computer games magazine, 
but the coming technological revolution 
will inevitably impact on all our lives, 
so pay attention, and remember, you 
heard it here first! . 


M y day out in Guildford last 
week to take a look at the 
work of Criterion Software was without 
doubt the most illuminating visit I have 
ever had to a software developer. Never 
before have I encountered a group of 
people who are doing so much to define 
not just the way we will play computer 
games in the future, but also the future 
of the medium on which we play them. 

Under the auspices of their parent 
company, the electronics giant Canon, 
Criterion are in a unique position to 
take a hand in the development of the 
future of interactive entertainment. The 
technology of digital TV, high bandwidth 
data transmission, and state-of -the-art 


As games developers. Criterion Studios 
have quickly established an enviable 
reputation as innovators in the field 
of 3D graphics and the development 
of software specifically designed for 
3D accelerator cards with 
games such as 

Subculture and Red 
Line Racer 
getting rave 

every quarter. 


The impressive ReHline Racer 


For several years, you will have heard 
pundits in the media talking about the 
coming of digital television. What you 
were probably unaware of was the 
timescale of the development of this 
new technology. In the United States, 
the government have decreed that all 
analogue television transmission-that 
is normal everyday TV-will cease by 
2006, just eight years from now, and 
Europe is bound to follow suit. After 
this time, your TV set will not work, 
because there will be nothing for it to 
receive. It will be replaced by a 
_ new transmission medium, digital 
^ \ broadcasts and cable 

' transmissions with enough 
. bandwidth for not just 
HT hundreds of television 

p channels, but the capacity to 

I access a whole new world of 
interactive entertainment. It 
would be a mistake to think of 
this as just a new type of 

television. What we are 
talking about is a new 
form of electronic 
communication, a true 
home entertainment and 
information system, taking the place 
of TV, radio, hi-fi, games console and 
home computer. 


Developing Subculture called for 
some in-depth research... 
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psychic abilities by the use of 
psychoactive drugs. The experiments are 
carried out at a secure mental hospital. 
You play an FBI agent. Jack Zorowicz, sent 
in to investigate just what the CIA are up 
to. Or are you? Paranoia and shifting 
reality alter your perceptions, and you are 
never sure whether you are going crazy or 
the world around you really is changing. 
This game also features an advanced 3D 
engine, with a fully controllable camera 
view and real-time shadows. This game is 
even earlier in development, and is not 
due for release until late in 1999. 


this will all change, and you will wonder 
how you ever coped before. This is what 
the team at Criterion Technologies are 
working on right now, and it will be part 
of your life sooner than you think. ■ 






Part of the furniture 

Imagine a sleek black cabinet in the 
corner of your lounge, with a big high 
definition TV screen, with a remote 
keyboard and games pad all in one unit. 
Using this device you could access the 
Internet, receive e-mail, watch your 
choice of movies or TV programmes, shop, 
play games, and communicate in full 
interactive video with anyone else in the 
world. The development of new, super fast 
computer processors, the details of which 
are so secret that David and Alan would 


only hint at their existence, will mean 
computing speeds and graphics 
capabilities previously undreamed of, and 
the development of standardised data 
transmission protocols and software for 
this new technology will bring a wider, 
more open world of information and 
entertainment into your home, and more 
importantly to allow you to interact with 
it. The Internet as it stands at the 
moment is rendered almost unusable by 
appallingly slow transmission speeds and 
limited bandwidth. In a few years time 


; 1 UVtilHS 


captured by the US military and held 
captive at Area 51, the world's most 
famous top-secret base. There are lots of 
different aliens imprisoned there, each in 
their own special environment, and each 
with their own peculiar abilities. 

Your own unique talent is the ability to 
shape-shift into the form of any of these 
other aliens, and to take on their 
abilities. By doing this you can attempt to 
escape the base and find your way back to 
your spacecraft. 

The game features a very advanced 3D 
engine which uses special techniques to 
give better lighting effects than any other 
game, and a very large number of 
polygons per object for smoother and 
more complex shapes, the game is 
currently in a very early stage of 
development, and won't be in the shops 
until early next year. 

The other new title is currently known as 
Dark Mirror, and is a much more adult- 
oriented game than Criterion's previous 
titles. It is set in America in the early 
1960's, at the time of the Cuban crisis, 
John F. Kennedy, and the paranoia about 
Communist conspiracy. Against this 
background, the CIA launch a sinister 
black-ops project aimed at boosting 


Criterion Studios are currently working on 
two new games, both of which are still in 
the early stages of development, but 
which are already showing all the signs of 
being top quality titles, just as you would 
expect from the creators of the awesome 
Red Line Racer. 

The working title for their next big 
release is currently Area 51, a 3D 
adventure game in which you play an 
alien visitor to our planet who has been 






















Since 1996 when Criterion Studios was 
formed as a division of Canon's Criterion 
Software, they have developed four games, 
all of which have pushed back the 
boundaries of 3D programming. 


reviewed it in issue 2, it scored an 
impressive 85% and still rates as one 
the best and most exciting racing 
games on the PC. 


Scorched Planet (ISSBI 


Their first game was Scorched Planet, 
released by Virgin Interactive towards 
the end of 1996. It was a 3D 
action/strategy game, in which you play 
a broken down, drunken ex-fighter 
pilot, who is in the wrong place at the 
wrong time when the Voraxian aliens 
invade the Dator 5 colony. As the only 
pilot on the planet, you have to become 
a hero, evacuating the colonists in your 
MVII transport ship, and blasting the 
aliens in an assault tank. 


Criterion's most recent release is the 
storming arcade-style motorbike racing 
game, RedLine Racer, which scored a big 
90% in our review in issue 8. The game's 
astonishing accelerator-only graphics 
cannot fail to impress, complete with 
realistic headlights for night racing, and 
the exiting gameplay and super-realistic 
handling make it one of the best racing 
games available on any platform. It is 
published by Ubi Soft. 


At the end of last year, Ubi Soft 
published Criterion's next game, the 
brilliant Subculture. This underwater 
adventure casts the player as the pilot of 
a one man submarine, in which you travel 
between undersea bases and cities, 
trading materials collected from the 
ocean floor, or doing missions for the 
competing political factions who rule the 
undersea world. What makes the game so 
weird was the fact that the player 
character's race are only two inches tall! 
You can dodge drifting bottle-tops and 
cigarette butts, or have a fight to the 
death with a small fish... 


Speedboat Attack [1097] 


Speedboat Attack, published by Telstar, 
also at the end of 1997, is a high 
speed futuristic powerboat racing game 
with the addition of combat elements. 
It has all the speed of Formula One, 
with the thrills of Wipeout. When we 


In next month's Ultimate 
PC, look out for an in-depth 
exclusive interview with 
David and Alan, and read 
their fascinating insights 
into the future of home 
computing and interactive 
entertainment. This is your 
future, and it's stuff that 
you cannot afford to miss. 
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Some early shots of Area 
showiog the amazingly detailed 
graphics of the alien habitats 
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At last! A tstally cool space combat simulator without a trace of Mark Hamlll auywhore lu sliht! 




also has some of the most incredibly 
satisfying explosions we have ever seen, 
which is always an important feature! It 
is the first PC space combat game we have 
seen which is unquestionably better in 
every way than the PlayStation-based 
Colony Wars, a game to which it bears at 
least a superficial resemblance. 


Your mission... 


Although Freespace is definitely a space 
flight sim, the game takes a cue from 
the world of flight simulators, and has 
a huge list of keyboard 
:ommands to configure 
every aspect of your 
ship's systems. For 
example, there are no 
less than sixteen different 
targeting modes, including 
! ability to target 


A well designed HUD gives you all 
the info right where you need it 


or those of you who are 
I familiar with those brain- 
burstingly confusing tunnel-blasters. 
Descent I and II, forget them. Forget 
everything about them. Descent: 
Freespace bears about as much relation 
to its predecessors as chalk does to 
Cheddar. This new game, due out soon, is 
a free-flight space combat simulator, and 
judging from the beta version we have 
seen, it will make Wing Commander 
Prophecy look rather pale by comparison. 
Such comparisons will certainly be made, 
as there are inevitably a number of 
similarities between the two titles, as 
well as the LucasArts X-Wing vs. TIE 
Fighter game. Descent: Freespace is also a 
mission based science-fiction adventure, 
involving you in an unfolding story 
of alien warfare, treachery, and 
unrelenting fast-paced action, but it 
definitely has the edge in realism 
and quality. Flowever it 
would be wrong to 
think of it as 
merely a Wing 
Commander clone. 

Freespace has 
many unique 
features not found 
in other games, and 
has the look of a 
quality product. 


Space is big 

The emphasis in the development of 
Descent: Freespace has obviously been on 
making the most versatile, detailed and 
playable space combat engine yet seen in 
a game of this type. Movement through 
3D space is liquid-smooth due to the high 
frame rate of the animation, approaching 
the standard set by Forsaken. The 
appearance of deep space is very 
convincing, with millions of stars and 
faint, wispy nebulae. Thankfully the 
developers have resisted the temptation to 
overdose on lens flare, which is one of our 
personal pet-hates. The design of the 
ships, both alien and human, is 
exceptional, with serious-looking shapes 
and highly detailed texture maps giving 
them a very businesslike appearance. 

The dark coloured ships are often 
difficult to spot against the black of 
interstellar space, but that is as it should 
be. If it were otherwise, it 
would just be another 
flight sim. Freespace 
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individual sub-systems on enemy ships, 
such as weapons or sensors, so that you 
can disable ships for capture without 
destroying them. This is important as 
the missions you will have to fly are far 
more varied than the usual 'charge in 
and kill everything' variety. You have to 
escort science vessels, examine cargo 



Heads up 

There is an element of strategy included 
in Freespoce as well. You will fly your 
missions as part of a squadron of similarly 
equipped vessels. You have control over 
the pilots roster, the weapons load out, 
and even the type of ship used in some 
missions. Once you are actually in battle. 


Descent: Freespace is also a 
mission-based science-fiction adventnre 


containers and even blast asteroids. Any 
resemblance between this mission and 
the well-known arcade classic is purely 
coincidental. I'm sure! Freespace has the 
same type of interactive mission 
structure as Coiony Wars, where your 
actions in any one mission will affect 
the subsequent missions. If you succeed 
in capturing alien technology, your 
scientists will be able to analyse and 
replicate it, and it will be available for 
you to use in later missions. 



Descent: Freespace has some of the finest 3D 


you can communicate with the other 
members of your squad, giving them orders 
to cover you, attack specific targets or fall 
back. You can call up a service craft to re¬ 
arm your ship and repair damaged systems, 
and your team-mates can do the same. 

Perhaps the best single element of 
the game is the superbly designed Head 
Up Display (HUD). It combines 
information on the status of your own 
ship, including weapons systems, speed 
and systems integrity, along with relevant 



graphics yet seen in a game of this type 



data on any object you have selected as 
a target, such as the results of scans on 
cargo containers, enemy ships' hull 
integrity and range to target. The display 
is clear and concise, allowing you to keep 
track of the situation at a glance. 

Make more space 

The final feature of Freespace is a full 
scenario editor, which allows you to build 
your own missions from scratch using the 
ships, stations and other objects featured 
in the game. The preview version which 
we have played and enjoyed was not 
finished and had no cut scene animations 
in place, so we can't tell you much about 
them. However if they are up to the high If you don’t like a green HDD, try 

standard of the rest of the game, they 0 blue, orange nr red one instead 

should be excellent. Descent: Freespace is 
due for release in May, so look out for a 
full review closer to that date. Hi 
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I want to believe 

The result is seven CD-ROM's full of 
interactive graphic adventure which 
precisely captures the distinctive 
atmosphere of the series, and 
immerses the player in an authentic X- 
Files investigation, but is designed to 
appeal not just to fans of the series. 
The innovative VitualCinema technology 
from Hyperbole Studios is one of the 
most powerful graphic adventure 


engines yet developed, and ensures 
enthralling gameplay. 

The game intro is filmed to look just 
like an episode in the series, and starts 
with Mulder and Scully investigating a 
warehouse in the Seattle docks. Suddenly 
three men appear in the warehouse 
doorway and start shooting at them, and 
Scully is wounded in the arm. They both 
dive for cover, but suddenly a bright 
light fills the room and the firing stops 
abruptly. After a moment's eerie silence. 


The game interface is well laid out and highly intuitive. That’s yuur FBI agent’s toolkit at the hottom 


Yiu’ve git tkrei dead FBI agents, their bedles full ef cancer troni outer space. 
This must be a case for Mulder aid Scull}... 


f you are a fan of the award¬ 
winning TV series. The X- 
Files, and it seems that nearly 
everyone is, you may notice a couple 
of episodes in the next series where 
the action centres mostly on Assistant 
Director Skinner, and Mulder and 
Scully don't appear very much. This 
is because the two stars of the hit 
series, David Duchovny and Gillian 
Anderson, were busy that week 
filming for the new X-Fites game. 

Shot over a seven-week period in the 
area around Seattle, Washington, the 
game contains many hours of totally 
original footage, filmed by the acclaimed 
director of photography for the series, 
Jon Joffin. All the main cast members 
and many of the regular guest stars from 
the series appear in the game, 
including the Cigarette Smoking 
Man, the Lone Gunmen, and 
Steven Williams as the 

mysterious 'X'. Many 
members of the 
creative team from 
the series have 
worked on the 
game, including 
writer and co¬ 
executive 
producer Frank 
Spotnitz, and 
musical director 
Mark Snow, 
so authenticity 
is guaranteed. 


IIEUIM 

cmi 

man 

a 

1 =^ 

□namH 

o^. 




Missing, presumed abducted. Can 


ynu help find Mulder and Scully? 


The x-F es 
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Mulder stands up, gun at the ready, but 
we do not see what he is looking at. The 
camera holds on Mulder's face as he 
takes on a look of astonishment. Fade to 
bright light, then the familiar X-Files 
opening credits and theme music. The 
story which forms the plot of the game is 
officially sanctioned by series creator and 
executive producer, Chris Carter and fits 
into the overall chronology of the series, 
being assigned a production number just 
like any other episode. 

I^ist ■■ ne 

The game proper starts with your 
character, Craig Willmore, an FBI agent 
from Seattle, being introduced to 
Assistant Director Skinner, who asks 
you to help him track down Mulder and 
Scully, who have been missing for 
three days. At this point the powerful 
game engine starts evaluating your 
performance, and you have to start 
thinking like an investigating agent on 
an X-Files case. The game will severely 
test your powers of observation and 
reason, and also your attitude towards 
the job. If you ask too many stupid 
questions or behave in a frivolous 
manner then the other characters in the 
game will progressively lose confidence 
in you, which will affect your ability to 
make progress with the case. This is true 
of the minor characters as well. Some 
people will respond better if you are 
polite to them, while others may need a 
more forceful approach. 


fhe Malic Ballet 

In the static screens, there are more hot¬ 
spots and active objects to pick up and 
look at than in almost any other game. Not 
all of the things that you find will have a 
bearing on the case, and some of them are 
in-joke references to other episodes in the 
series, but if you think logically you will be 
able to pick the right clues to solve the 
case. There is no single correct solution to 
the game, and you can solve the mystery 
in several ways. Depending on your 
actions, the events in the game could have 
several different outcomes, and there are 
also several ways in which you can fail 
miserably. For instance, if you shoot the 
wrong person, you will find yourself 
arrested and charged with murder, and that 
is definitely Game Over! 

Wfeatiiyranakeirnis? 

The X-Files game has many powerful 
features, such as the artificial intuition 
icon, which functions as a sort of 
'getting warmer' hint for when you are 
really stuck for inspiration. There are 
many items of useful equipment in your 
standard FBI issue inventory, such as a 
flashlight, a mobile phone, a lock pick, 
and a useful electronic organiser which 
can also send and receive emails, 
connect with the FBI national database 
and display the map of game locations. 
Any objects which you pick up, which 
you will need to ask questions about, 
appear in the game interface. If you 
need to ask Skinner about the soil 




samples, for example, you just pick up 
the object icon and drag it over to 
Skinner, assuming he is in front of you. 
The game interface is very clear and easy 
to use, and makes the game very easy to 
play, while the seamless transitions from 
first to third-person perspective keep 
the plot moving right along. 

This eagerly awaited game will be in 
the shops in June, so look out for a 
superb demo in our next issue, the full 
review coming soon. ■ 



This guy is your character, agent 
Craig Willmore of the Seattle FBI 
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ihe K-Cm saga coalinies into deep space, and this time yea get te sheet 
dewn the aliees yeerself, as the pilot of a high-tech space fighter. 


a here have been three games in 
the highly successful X-Com 
series so far. The first one, UFO: Enemy 
Unknown was a huge hit on a number of 
platforms, including the Amiga, 
PlayStation and PC. It combined base 
building strategy with an innovative 3D 
isometric turn-based battle system 
where you could fight the aliens on the 
ground. The follow-up, X-Com: Terror 
From The Deep was essentially the same 
game, and took the battle against the 
alien invaders to the bottom of the 
Earth's oceans. X-Com: Apocalypse gave 
you the opportunity to fight the aliens 
and their treacherous human allies in 
the utopian city of Mega-Primus. The 
fourth and latest installment is about to 
be released, carrying the story into a 
whole new realm. The events in X-Com: 
Interceptor take place 17 years after 
Terror From The Deep, and 17 years 
before Apocalypse. 

Future histnry 

The construction of the city of Mega- 
Primus required huge quantities of the 
alien fuel, Elerium-115 which could not 
be found on Earth, so probes were 
launched into deep space to search for 
this valuable mineral. The discovery of 
huge reserves of Elerium in a distant 
star cluster led to the colonisation of 
the region, which became known as the 
Frontier. Unfortunately the aliens had 
also discovered this Elerium-rich zone. 


and were determined to prevent 
humanity from claiming it. The X-Com 
project was revived once again to do 
battle with the aliens, this time fighting 
from space stations located in key 
systems around the Frontier. X-Com: 
Interceptor retains the base building 
elements found in the earlier games, but 
this time you are constructing fortified 
satellites, bristling with advanced 
sensors, deflector screens, weapons and 
spacecraft hangers, in orbit around 
distant planets. 

Flying high 

The new element in X-Com: Interceptor 
is the replacement of the isometric 
battle screen with a real-time space 
flight and combat simulator, allowing 
you to fly one of the craft sent out to 
fight the aliens in space. Those of you 
who have played the original UFO: 


Enemy Unknown will probably agree 
that the weakest part of the game 
was when you had sent a fighter to 
intercept an alien craft, and all you 
had to do was wait and watch as the 
combat took place automatically, with 
only a bare minimum of player input. 
Now you can take part in the chase 
and combat from the cockpit of one of 
your interceptor craft. The X-Com and 
alien spacecraft, and the mining and 
research installations you will find 
dotted about the Frontier, are all 
rendered in full 3D. And with 3Dfx 
support, look absolutely superb. 

Keeping company 

The base building part of the game 
revolves around an interface which 
allows you to build new bases at 
strategic locations of your choice, then 
equip them with add-on modules 


Interceptor 


Tbs p3inG intGrface is desionsd to look liko tho iosido of tho X-Goni croft you oro ttylog. Tho lovoly porticlo-oftoct oxplosioos oro dosigood to look liko o spocoship boiog blowo up by o royguu 
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TIE Fighter 
already well 
established, X- 
Com: Interceptor is going to have its 
work cut out for it to compete in the 
space combat stakes. However, with 
Microprose's reputation for top quality 
games, and the formidable legacy of 
the X-Com series, I have no doubt that 
the final version of the game will be 
something special. ■ 


UnrortuRately the aliens lad 
also discovered this Elerinm-rich zone 


providing spacecraft hangers, sensor 
arrays, deflector screens, laser and missile 
defences, and a host of other facilities. X- 
Com: Interceptor retains the element of 
research into new technologies which was 
a major part of the previous games. Your 
space stations can be equipped with 
download antennae which enable you to 
upgrade your systems as new advances 
become available. As in the previous 
games, the cash to pay for all of this 
high-powered technology is provided by 
the people you are defending, in this 
case a consortium of interplanetary 
mining companies. If you do a good job 


moment, the actual 
mechanics of the 
flight sim need a bit 
of work. The head-up 
display especially lacks essential 
information on things like speed and 
hull status, and the unlabelled 
instruments on the dashboard need 
some attention. The alien ships flash 
past you so quickly it is almost 


and keep them all safe from alien attacks, 
then they will increase your funding; if 
you let them down once too often, then 
the money will start to dry up. You also 
have to take responsibility for the day-to- 
day running of your bases, ensuring that 
you have sufficient stocks of vital 
ordnance, and that you ships are kept in 
good repair. Obviously, you are going to 
need plenty of money to keep all this 
running, so you had better start 
practicing your flying technique. 

Oint and tips 

I have to say that as the preview 
version of the game stands at the 



impossible to even hit them, let 
alone shoot them down, so hopefully 
the final version of the game will have 
more targeting options and a wider 
range of guided weapons, as well as 
more control over the relative speeds 
of the ships. The voice samples 
currently in place for the wingmen are 
also repetitive and annoying, but this 
is often one of the last things to be 
sorted out in any game, so by the time 
the game hits the shops, I imagine 
these will have been improved. 

With games like Descent: Freespace 
and Xenocracy coming soon, and Wing 
Comfnander Prophecy and X-Wing vs. 




Kaaaapowww!! One well aimed shot and another alien scumhag bites the dust. Space dost, that is 
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Vital covert missions from World War II 
are abont to be fongbt all over again - bet this lime yon’re 


in 


command. 


a particularly sneaky approach to tactics 
which is very different from anything you 
may have played before. Because there is 
no set way of accomplishing your 
missions, you can make the best use of 
whatever resources are available. Since 
the game is set in the 1940s, you will 
only have access to equipment 
appropriate to the era. You will have to 
make the best of pistols, bolt action 
rifles, dynamite and knives. 

When you spot a Nazi guard with 
his back to you, smoking a cigarette, a 
thousand war movies have told you 
what to do. For him, the war is over! ■ 


n f you're getting a bit bored with 
all your real-time strategy 
games, and Quake II is just a bit too 
unrealistic to be fun, then maybe help is 
at hand. Commandos: Behind Enemy Lines 
is a brand new game developed by Pyro 
Studios and published by Eidos. It is set 
in the middle of the Second World War, 


climb onto walls to get a good sniper 
position, or sneak up behind buildings 
to surprise a guard. 

Goodnight Vienna 

This game is not like the usual sort of 
real-time battle game at all. Commandos: 
Behind Enemy Lines is designed as an 


This game is not like the usual 
sort of real-time battle game at all 


and features the exploits of a small group 
of British commandos as they take on 
vital missions in Nazi-occupied Europe. 

A few good men 

Your seven-man team combine a wide 
range of skills, which will stand them 
in good stead over a total of 24 
extremely diverse missions. Although 
all off them can walk, run, climb and 
shoot, they also each have special 
talents such as explosives, knives, 
boats, communications, etc. There is 
a wide variety of vehicles for you to 
drive, from rubber dinghies to six- 
wheel trucks, and plenty of stuff to 
blow up, from dams to V2 rockets. 


action game for tactical wargame fans. 
Instead of charging the enemy en masse 
then training up replacements for the 
casualties, you have to keep your small 
team alive to carry out your missions. 
This calls for lots of careful planning and 



A fresh perspective 

The game features state-of-the-art 
3D graphics viewed from an isometric 
(from above but at an angle) 
viewpoint. You can choose to view the 
action from up to six camera positions 
which can be viewed simultaneously in 
a unique split-screen mode so that you 
can synchronise several different 
actions at separate locations. The 
objects on screen are real 3D solids 
which affect line of sight, so you can 
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Why hide your talents in a 
team game, when you can test your 
true sporting skills in a ball bursting 

single-player, multi-player and full 
on-line Internet experience. 


13 COURTS AND 4 DIFFERENT SURFACES! 


rliUm 5 


STUNNING REALISM AND FAST 
MOVING SINGLES & DOUBLES ACTION! 


?LJ\/Bli fAi^SniUm! 


Bi^JfJAi^JCBD UD aiiAP}JJCB Ai^JD 
ACCBLBIiAfBD OAi'JiBPLAYi 


CUmWUUUBL/ UPDAfBD YJUIiLD 
liAmwa LJB/J 


HIT A TOPSPIN, SLICE, LOB, 
SMASH, VOLLEY OR DROP SHOT! 


COMBUfBIi UPBUi^JBYJfB! 


ON-LINE SERVER! 


From practice court to Grand Slam Tournament 
you can challenge your skills against the best the 
computer, your friends and the Internet has to offer. 

Sweet groundstrokes, power serves, killer volleys... 
build the game you want to play and go on improving your 
game skills and rankings in head-to-head action, tournament 
competition or a full season's tour play. 


169 CHALLENGING TOURNAMENTS! 



COMPETE 

ON-LINE 


FOR WORLDS 
No.1 



In association with the 
Lawn Tennis Association 



For information, demos and news visit: http://www.bluebyte.com/uk/main.htm 

Blue Byte Software (UK) Limited • 24 Billing Road • Northampton • NN1 SAT • United Kingdom 
Technical Hotline: +44 (0) 1604 259090 • 07000 BLUEBYTE • Fax: +44 (0) 1604 624553 
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fhe world las just loon hit by a nuclear war and is vary vulnurable - just the wrong time 
for a bunch ut aliuns tn turn up on the doorstep. You have been locked np and will snan be seal not 

into what’s left of the planet to be hunted. 



Little do they know... 



There are plenty of 
weapons in the game to 
pick up and make good use 
of. Some though you won't 
find automatically. Others 
you will have to make 
yourself by adding one 
collected item to another 
just like in any of the Zork 
games. For example, by 
adding a blade to a wooden 
pole you can create a more 
powerful weapon, the 
Halberd. As you play 
through the game it is 
quite fun to just try adding 
different things together. 
We can tell you now 
though, the Prayer Mat 
and the bowl of fruit have 
to be used separately! 



n uclear disasters seem to be a 
popular theme in gaming at 
the moment - far more interesting a 
subject to write a story around than 
your average PC fare. You can set it a 
few years in the future, throw in a few 
aliens - as if global warfare wasn't 
enough excitement - and there you 
have it. Ab'en Earth's take on planetary 
upheaval sees the players take on the 
role of Finn. 

He is a young man who will be hunted 
by the alien race known as the Raksha; 
not because he has done anything wrong, 
more just to keep the Raksha from 
slaughtering the whole village. After 
many years of alien control of the Earth, 
the secrets of Earthly technology have 
been lost, and it could be you that finds 
the mythical lost cities full of splendour 






mouse for combat; as you move the 
pointer over a monster, your 
cursor/pointer changes into a target 
and you just have to press the left 
mouse button to strike the enemy, 
similar to Fallout. 

The green bars above the target 
turn to red as the health of the enemy 
reduces. It is good to see the bodies of 
the monsters don't fade or dissolve 
when they die, they just go stiff. 

So during the game you will find 
plenty of things to attack. Whether 
they're small 
bugs or flies, 
spiders or 


The game has been designed 
primarily as a role-playing adventure, 
and if you've played Diablo, you may 
know the style developers. Playmates 
are after, though you can only play as 
the one character. There will be plenty 
of other people and monsters to 
interact with later in the game. Most 
of this interaction looks to be out of 
your control. On occasions, however, 
the game cuts and the character 
speaks then gives you back control. 
You will though be able to use your 
'examine' function to talk to people, 
maybe to find out more information. 
You may need to help as well as kill 
the people you meet - some may 
prove to be invaluable. 

Your adventure will begin just 
outside the gates of the enslaved 
village, and you are free to go pretty 
much wherever the path leads you. But 
remember, you will have to be swift, 
because the Raksha will be hot on your 
tail before long. 


Action 

The action in the game 
relies a lot on the 
workings of the 
interface. 

Alien Earth 
uses the 
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odd-Looking alien mammals and plants 
- not to mention the Raksha that soon 
turn up after the sound of the horn to 
cause you serious trouble. 

Braphics and design 

The graphics look really strong at the 
moment. Three dimensional sort of 
cartoon-style seems to work quite well 
in this context. The jungle really does 
seem to be alive, with plenty of 
colourful plants and creatures, even 
if they do obscure the view on 
occasions. The movement of the 
character is quite slow, similar to say 
Broken Sword. Finn walks about calmly 
as if he has forgotten that he's the 
target of someone else's dangerous 
sense of fun. Cursors take you around 
the screen, but on occasions you will 
be able to go up ladders to take you 
to different levels in the game. In fact 
there seems to be a lot of loading 
during the game. Whether it's because 
the backgrounds are so detailed or 


something I don't know, but every 
time you walk about the distance of 
two TV screens it has to load the next 
part up. This may get annoying unless 
they change that somehow. Another 
minor worry at the moment is that the 
interface doesn't seem to include a 
Save Game option. Yes, you can load 
up one of your games, but no save. 
Surely Playmates will sort that before 
we see review code. 

So what we have is a Blade 
Runner type game, but with slightly 
more combat elements and a prettier 
backdrop. The game looks in quite a 
finished form at this stage; all the 
graphics are looking very good and 
the interface seems to be working 
smoothly. There seems to be enough 
going on to prevent this from 
becoming repetitive and boring. Let's 
just hope the game is big enough to 
give players enough of a challenge as 
we expect once completed. There won't 
be much in the way of re playability. ■ 
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Space: tie final (rontler. These are the voTages ef the Starship Hltimate PC. Its csitinning eilssisn; 

to seek out new games ani new things tn saj in an intrn... 




Starfleet technology on yoor PC in 
the shape of the game interface 


eing the resident Trekkie on 
the crew of Ultimate PC has it's 
advantages. Whenever a new Star Trek 
game comes in there is never any doubt 
as to who gets to Look at it. Some people 
(Hi there, Simon!) think I'm a bit of a 
sad old git, but I just raise a sardonic 
eyebrow and tell him that his opinions 
are highly illogical. A brand new Star Trek 
game is up for preview this week, so after 
silencing the critics with a quick Vulcan 
neck pinch, I beamed the disk up to my 
PC and had a Look at what Microprose are 
have got to offer. 

We come in peace 

Star Trek: The Next Generation - Birth 
of the Federation is a turn-based 




strategy game in which up to five 
players can take control of the 
development of any one of the five 
major races of the Star Trek universe 
and guide them from the earliest days 
of interstellar travel through to the 
formation of galaxy-wide empires, with 
all the complex political and military 



Food > 

Energy . 

Pr*od. Efficiency 
(TIoneg 
Research 
Space 

Population 10 

Dilithium 

Happihess 

fUakinq Trade Goods 


'V Reptune 

Large Gas Giant 
Space = 0 
Habitability =0.0 
Uninhabitable 


You’re a long way from home, Hu man. Trade with alien races from across the galaxy if you want, hut never forget the rules of acquisition 




SPECIAL 


miLITRRS 


POPULATIOn 


RESEARCH 


m/m 

^15 


EPEATS 


IRDUSTRy .-FOOD imi 
100 . . +9 • * 1 ' 



interactions which that entails. It 
won't just appeal to fans of the series 
either, but to all hard-core gamers 
who like a challenge. The game has 
certain similarities to the famous 
strategy board game Diplomacy, in as 
much as that the relations between 
the different races must be carefully 
managed by making treaties, offering 
gifts, and by a certain amount of 
sneaky guile. Well, you can't be too 
careful when you're dealing with the 
RomuLans, you know... 

They are without honour 

Star Trek: The Next Generation - Birth 
of the Federation can be played either 
as a multiplayer game over a local 
network or the Internet, or as a single 
player game with the computer AI 
controlling the other four races. All 
of the five different races, familiar to 
anyone who has ever watched the 
series, have their own distinct 
advantages which must be taken into 
consideration when dealing with them. 
The predominantly Terran and Vulcan 
Federation are good all-rounders, but 
with no real specialisation, while the 
warlike Klingons get bonuses in 
combat, but are weak on diplomacy. 

The sneaky and treacherous Romulans 
have superior espionage capabilities, 
and the profit-motivated Ferengi are, of 
course, masters of trade and economics. 

Glory to you, and your house 

The game is thoroughly immersed in 
the atmosphere of the series, and the 
player interface reflects this. The 
screens are designed to resemble the 
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irrasraiER 


in a transporter!), and the threat of 
being invaded and 'assimilated' by 
the dreaded Borg. 

Ahead, warp factor nine 

The game options are so complete 
that you can configure a game to 
last anywhere from three hours to 
three weeks, and the almost endless 
combinations and permutations of 
possible alliances and conspiracies 
which can occur between five players 
mean that the game is all but 
infinitely replayable. 

You can configure the starting 
conditions to alter everything from 
the shape of the galaxy to the 
technological development of the 
different races, and how many minor 
races you will encounter. 

I'm looking forward to the release 
of Star Trek: The Next Generation - 
Birth of the Federation in the next 
couple of months, and if anybody else 
here thinks they are going to beat me 
to the review, my phasers are set to 
kill. Beam me up, Scotty. ■ 
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distinctive computer terminals of the 
Starship Enterprise, NCC 1701-D, and 
you will interact with well known 
personalities from the series, such as 
Spock's father, Vulcan Ambassador 
Sarek, played by Mark Lenard. You can 
probably expect to meet Chancellor 
Gowron of the Klingon Empire, and 
the Grand Nagus of the Ferengi as 
well. The designs of the spacecraft 
operated by the various races are all 
based on ships seen in the series, 
and the symbols used to identify the 
different players are those used as 
emblems by the races. 

The interactions between the 
different races will not always be 
smooth and friendly, of course. For 
those occasions when the Cardassians 
just won't listen to reason, and the 
Klingons have decided that you are a 
dishonourable - 'Toc'pah' - and should 
be killed at once, the game has a fully 
equipped tactical combat system in 
which you can issue orders to 
individual ships in and effort to 


Indi&lrti 
Fo0<t 
Energy . 

P'rtd. ffflcieacii 

Dsntg 

Risaarcii 

PapnUlfoi 

DllitMuiP 

h3»P»kfiSS 

Balldiiq Ship 


PEACE 


TRADE 


WAR PACT 


STATEMENT 


GIFT 


DECLARE WAR 


outmanoeuvre and outfight your 
enemies - may you die with honour. 

Make it so 

The combat system is optional, 
however. If you wish to play a 
quicker version of the game, the 
battles can be resolved by the 
computer. This allows you to 
concentrate on the other aspects of 
the game, such as exploring new 
worlds, seeking out new life and new 
civilisations, and boldly deciding 
how much of your available resources 
to allocate to researching new 
technological advances. Other 
aspects of the game include trading 
with the other major civilisations 
and minor races, building up space 
fleets and defending their home 
planets. There are also a number of 
special circumstances which can 
occur, such as meeting strange 
energy beings with spooky powers, 
discovering abandoned Dyson spheres 
(and presumably finding Scotty stuck 


Star Trek: BOTF - It’s a game 
Jim, but nut as we know it 
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Your ship has crash landed on an unknown planet. Look around. 
Crystal clear water shimmers. Shadows shift. Alien architecture fades into the 
horizon. Darkness falls. Walkways glow. Godless temples beckon. 



You are afraid. You are in the real world...but it is like no world you 
have ever known. You are an uninvited guest in the fastest, 
sleekest, most beautiful 3D world ever created. 

Live it. Breathe it. Survive it. 

■:ality...'orever. 
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WelEome to Dmiiin PE’s special World Gap Raund-Up. Over the next thirty pages 
we eetehrate the forthceniing Wertd Cep finals in francs wRh a nnmber at previews and reviews 
of all the latest arcade soccer and foethall management games. 


FOOTBAllPreview T 


Adidas Power soccer ‘SB is a complete reworkmg of the ongmal PlayStation game, although it still looks like it will struggle against World Cup ‘98 


As well as all the confirmed 
releases we've looked at in 
this feature, there are 
several other games 
rumoured to be in 
development. UbiSoft are 
reported to have taken on a 
new football game due for 
release later this year, but 
nothing has been announced 
yet. No official comment 
has been made about FIFA 
'99, nor Actua Soccer 3 
either, although it's 
inevitable that these games 
will be released, probably 
before the year is out. 


W ith the official endorsement of 
the PFA behind it, Krisalis gained 
a unique insight into the day-to-day 
dealings of football management which 
they now hope to turn into the most 
realistic football management game. As a 
result, as well as shaping a championship¬ 
winning team through training and 
scouting out top players, would-be 
managers will also have to take part in 
detailed contract negotiations, establish 
realistic wage structures and deal with their 
players on a more individual leveL 
With the PFA's support, PFA Soccer 
Manager should have accurate player data 
for all the English League's teams, but it's 
hoped that there will be teams from all 
across Europe as well. Accessing all this 
data will be straightforward enough thanks 
to the Windows 95-style interface, with 
pop-up menus which allow instant access 
to all the different parts of the game. 


■ he original Adidas Power 

Soccer game received quite a 
panning upon its release, which 
hopefully explains why Psygnosis have 
gone back to the drawing board for 
this sequel. Not only are Psygnosis 
using a completely different 
developer, Shen, the game also has a 
completely new look and feel. Better 
graphics, more fluid and responsive 


gameplay and an enhanced AI are just 
a few of the features expected when 
the game is released within the next 
month or so. 




















Adidas Power Soccer '98 can be played 
as a simulation or as an arcade game. In 
arcade mode players will be able to perform 
stunning moves such as bicycle kicks and 
special 'Predator' shots. There'll be over 200 
selectable teams in the finished game with 
club teams from all the major European 
leagues as well as international sides from 
the likes of Brazil and Germany. 


made accessing the various parts of the 
game awkward, but this should not be the 
case with this sequel. No longer will 
players have to buy separate European 
league versions either, because CMS will 
boast 16 national leagues all running 
concurrently. This will allow players to 
move from country-to-country as well as 
club-to-club. Other areas in which CMS will 
differ from its predecessor include an all- 
new match engine with an enhanced 
tactical editor and increased interaction 
between the player and his staff and team. 



T he plans for Soccer Nation 
were always ambitious. Too 
ambitious it seems, as the game is 
well overdue. But with the recent 
announcement that Attica are to 






publish the title instead of SunSoft, it 
seems as though \ye are at last going 
to see the game released. In fact, we 
hope to have a full r^iew of the 
game next month. In meantime, 
here's loads of new scre^shots that 
show exactly what players' can expect 
from this hybrid of arcade fob^tball 
action and club management. Jkk 
Charlton has been brought in to gf 
the game a high profile on launch and 
Eurospcrt seem to be backing it in 
some way as well. 


I f you crave more control from 
* your football games, then 
Virgin's VIVA Soccer could be just what 
you're looking for. As with Acclaim's Super 
Match Soccer, VIVA gives players complete 
control over where they play the ball. 
There's no automatic pass routes; players 






D Ithough the game's release has 
■■ now been put back until 
November (it was originally pencilled in 
for a September launch), development of 
Championship Managers is progressing 
rapidly. Last month, the first shots of the 
game were released highlighting the new 
Windows-style interface. One of the few 
criticisms levelled at Championship 
Manager 2 was its clumsy interface that 



noUtarilaniBwIfta O i O Haramaraialfihaiiota 

liBa VanVIbm 



Graphically VIVA soccer is coming 
along leaps and bounds 



We had hoped to have some new Championship Manager 3 shots for you this month (left], but unfortunately we couldn't secure them in time and will bring them to you next month. Sorry! 
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control the direction and weight of each 
pass. As weVe seen with Super Match 
Soccer, this rmj passing system demands 
a lot of work/but once perfected it gives 
a far more rewarding football experience. 

Whil^ Super Match Soccer delivers 
the §Q<y5s on the pitch, it doesn't look 
Chanlpionship material, but as you can 
see from these new screenshots, VIVA 
looks very much like a contender for 
FIFA's crown. With a release due later 
this summer, we hope to have a full 
preview for you soon. 


As you would expect. Premier Manager 
'98 allows players to assume control at any 
of the English league's 92 clubs, whom 
they must then try and steer to glory. The 
road to success will be a long and hard one 
with players having to buy and sell players, 
train their team and get the right results 
on the pitch. Ifs during the matches that 
Premier Manager '98 reveals one of its 
unique features: match highlights. Premier 
Manager games have always had match 
highlights, but this latest version uses the 
Actua Soccer 2 engine to make sure these 
are the best ones yet seen. 


able to take control of the likes of 
England, Italy and Brazil and 
participate in numerous international 
tournaments based loosely upon the 
World Cup. As well as this, club teams 
will also be present for numerous 
league games. 

The original Worldwide Soccer title 
scored an impressive 85% back in 
September of last year, and whilst this 
sequel uses the same engine, it features 
numerous enhancements and refinements 
that could elevate it into the Premier 
league of arcade football games. 
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U remlin's long-running Premier 
Manager series is preparing for 
the start of a new season with the 
forthcoming release of Premier Manager 
'98. Its predecessor. Premier Manager '97 
may have been slightly disappointing, 
what with its inaccurate stats and 
flimsy match engine, but Gremlin seem 
to have learnt their lesson and they 
claim that PM '98 has the most accurate 
stats ever seen in a management sim. 
They have managed this through 
working with Goal! magazine to collate 
data on all the English league players 
which they then had scrutinised by fans 
from each club. 


II Ithough not officially based 
upon the World Cup, the mere 
mention of France in the title gives a 
clear idea as to the international 
flavour of the game. Players will be 
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fOOTBAllreviewIMTRO 


The 


ULTIMATE 



World 


Welcome to Dltimate PC’s very ewe World Cup tourooiueot wkere we’ve pitted all the latest foetball 
releases head-te-head to tied out which cue we reckoe will ceme come eut oe top this summer. 


Total Soccer 


World Leagoe 
Soccer ’98 



Three lioos 




Super Match 
Snccer 

r 

vs 

Wnrid Cup 
MnnopnIy 



1 

' W ' 



SWOS triumphs thanks to its exciting 
gameplay and flowing football. 


Super Match 
Soccer 


World Cup ’ 


World Gup ’SB 

As the pre-toumament ^ourite. World Cup '98 a bye due |-q 
to the fact we've only got seven football reviews. Typical! 


^ ir A L I VI 
. / ^ 

Against the favourites. Super Match Soccer 
acquits itself well, but comes a distant second. 



World Cup brushes aside Super Match's challenge 
with the style you'd expect from a champion. 


CHRIS 


very four years the football pundits 
I predictably fancy Brazil to lift the World 
Cup and, in similar fashion, it will be no surprise 
to anyone that I've gone for Electronic Arts' World 
Cup '98 as the PC footy champions. The similarities 
between EA's game and the world's greatest team 
are numerous - both are bright and dynamic, both 
come to the stadium boasting a pumping musical 
beat and both have a proven track record. In the 
end none of the other games on offer could match 
up to the genuine excitement of crushing the rest 
of the UPC boys on World Cup '98. 

Winner: Wnrid Cup ’98 

Runner-up: Three Linns 


JON 


or me, there's only one game in it: 

I Electronic Arts' World Cup '98. Okay, it 
may not be that much different to Road to 
World Cup, but everything about it simply 
speaks class. From the presentation to the 
commentary and graphics, and most 
importantly the gameplay, this title is in a 
league of its own. Sensible Soccer World Cup 
'98 beats the chasing pack to second place, 
but they all have a lot of work to do if they 
want to challenge EA's footballing crown. 

Winner: Wnrid Cup ’98 

Runner-up: Sensible Snccer Wnrid Cup ’98 


DAVE 


0 be honest with you, none of the games 
I have really captured the essence of the 
World Cup spectacle. World Cup '98 had a good 
stab with their intro and their licensing deals so 
they have to be the winners. As for the runner-up, 
I guess Three Lions should be there, but I thought 
World League Soccer looked a decent game. Super 
Match Soccer required patience and persistence, 
but was extremely rewarding once you got into it. 
World Cup Monopoly was. I'm afraid, a complete 
waste of time and I wasn't too impressed with 
Total Soccer either. 

Winner: Wnrid Cup ’98 

Runner-up: Three Linns 


UlTIMATE PC ISSUE TEN JUNE 1998 






























57 


FOOTBALLreviewINTRO 




World Cud 


As we expected World Cup 98 takes the 
UPC World Cup with a dazzling 
combination of graphics, gameplay and 
slick presentation. It has all the passion, 
all the excitement you'd expect from a 
world cup game amidst some of the 
most visually impressive 
graphics we've seen on the 
PC. Let's just hope the 
lads can emulate their 
achievement this summer! 


World Cup 


Sensible Soccer pushed it close, but 
World Cup '98 fulfils all expectations 
by taking home the title. Like an in- 
form Brazil side, it oozes class and 
style and is just too strong. 




CLIFF 


'm not really a fan of football and so 
I games based upon the sport have 
never really appealed to me - at least they 
hadn't until I got into EA's World Cup '98\ 
With Chumbawumba's superb soundtrack 
blaring out loud from the speakers I found 
myself compelled by the slick gameplay and 
wonderful graphics. No other sports sim has 
ever looked as breath-taking as this does 
running with a 3DFX graphics card. World 
League Soccer also looks stunning, but seems 
to lack passion and excitement. 

Winner: Wnrid Cup ’98 

Runner-up: World League Soccer 


MILES 


n the lastability stakes it's gotta be Sens/ 
World Cup. That two player mode will keep 
you coming back for more and more long after France 
98 fades into clouded memory. For sheer all-round 
polish however, it just has to be the offidal license, 
EA's World Cup 98 to collect the silverware. With all 
its stats and presentation it's almost a World Cup 
souvenir CD-Rom - and then there's the game. It 
doesn't have the long-term two player potential of 
Sens/ but it plays a silky brand of soccer and serves 
just the right flavour for the forthcoming tournament 
- the only one to genuinely achieve this. 

Winner: Wnrid Cup ’98 

Runner-Up: Sensible World Cup 


SIMON 


Ithough it has to be said that World Cup '98 
I was my favourite game of this spedal 
soccer round-up, I had a particular soft spot for 
Acclaim's Super Match Soccer. Even though it initially 
seems poor, after time becomes heavily addictive. 
Admittedly, its presentation has nothing over World 
Cup '98, but mastering the most interesting control 
system is a real challenge and therefore goals are 
more rewarding. I really had high hopes for World 
League Soccer '98 - when it came to the crunch, it 
didn't have enough to get through to the semi-finals 
and into the real battle of the big boys. 

Winner: Wnrid Cup ’98 

Runner-up: Super Match Soccer 




















Fantastic festival of football well worth another £40 or cynical cash-in? 

Coming less than a year after Road to World Cap, UPC casts a critical eye over EA’s official tie-in. 



A cockerel might seem an 
odd choice for France 98's 
mascot, but it has more 
relevance than you might at 
first think. For a start it has 
definite connections with 
French culture, the Latin 
word 'Gallus' meaning 
cockerel as well as Gaul, ye 
olde name for France. 
Cockerels are also assodated 
with the dawn (all that 
cock-a-doodle-doo business) 
and one of the main pieces 
of imagery for France '98 
will be a football rising sun- 


EXPLOSIVE 


MUST BUY 


BESf FOOTIX 
FOBWABD 


and the end of the season 
notwithstanding, the squads look pretty 
accurate. Besides, if you're not happy 
you can always go in and customise 


and line-ups, and if you're like me 
you want everything as close to the 
real thing as possible. After all, this 
is the World Cup. Unlike previous 


Unlike previous FIFA titles, the game is totally 
built around this particular tournament 


them yourself using the team edit 
facility retained from RTWC. 

Football fans can be extremely 
touchy about incorrect facts, figures 


FIFA titles, the game is totally built 
around this particular tournament. 
Earlier games relied more on players 
setting up their own custom leagues 


rom the opening sequence 
I - a montage of video and 
rendered footage accompanied by 
Chumbawamba's 'Tubthumping' you know 
you're in for something quite special. 

All the qualifying teams are 
included, plus eight who didn't simply 
so EA can shift a few copies of the 
game in those countries too. Squads are 
as close as anyone can guess to the 
final selections. Of course nobody will 
know for sure who's going to be 
involved come 12th June when the 
opening game kicks off between Brazil 
(the World Champions) and Scotland 
(the Jocks), but injuries between now 


like from behind the world. 
So you see, ifs not such a 
peculiar idea after all! 

Inddentally, the name 
Footix was voted for by the 
French public through their 
number one TV channel, TFl 
from a shortlist of Footix 
(obviously), Houpi, Zimbo, 
Raffy and Gallik. Just thought 
you might like to know. 



Win the World Cup and you can play some of the classic World Cup finals, like Germany versus England in 1966 - and it’s all in black and white! 
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as instantly connected with the actual 
tournament as possible, and this has 
been achieved admirably. Even now, 
before the tournament's hype machine 
has shifted into overdrive, you start to 
get a few tingles as the game goes 
through its paces. 

One great touch which deserves 
particular mention is the inclusion of 
every team's anthem. At the start of 
each match the two sides run out and 
do a few warm-up exercises before 
lining up for the traditional, slightly 
out of key renditions of the participants' 
national toon! 

Also improved is the commentary, 
which has been getting quite a bit of 
stick recently. Everyone went all gooey 
when Actua Soccer introduced full 
commentary for the first time in a video 
soccer game, overlooking the fact it 
was limited, repetitive and often well 
behind the play or just blatantly wrong. 
It was new and fresh and exciting and 
that was what was important. Now 
that it's become so much the norm 
however, such grievances are a lot 
harder to ignore. 

In order to improve matters, the 
first step has been to recruit the most 
impressive team of commentators, 
presenters and analysts yet. Gary 
Lineker and Des Lynam take turns to 
introduce the matches, Barry Davies 
commentates with Chris Waddle 
adding the odd pearl of wisdom 


and selecting from the various club 
and international sides available. This 
time there are no club sides at all. 

You can play a friendly but forget 
about custom league options. The 
closest thing to it is the option to 
randomise all the World Cup groups. 
You can play with the proper groups, 
genuinely accurate fixture calendar 
and all the games played in the 
appropriate conditions, or you can 
jumble it all up if things start 
getting too predictable. 

Although the moves are fairly 
intuitive once you get to know them, 
practice is definitely recommended in 
order to pull off moves effortlessly at 
will. To this end a handy training 
option is included which enables the 
player to select exactly how many 
players are on each team. Therefore 
you can have five players with no 
opposition just to practice knocking 
the ball about and doing some of the 
moves, or you can have a full eleven- 
a-side practice match. 


The friendly option is only really 
used for two player games, so let's get 
stuck straight into the main course - the 
serious business of the World Cup itself. 
The package is almost like a souvenir of 
the tournament with superb presentation 
throughout. The menu icons are nicely 
animated, the music's cool and the video 
sequences are excellent. In fact this is 
as well presented a package as you're 
likely to see! 

Jeux sans frontiers 

The overall aim has been to capture 
that carnival feeling, to make the game 


World Cup ‘38 features diverse weather conditions that effect the way the hall behaves. On a waterlogged pitch for example, the hall will stick 
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All the French stadia have been 
accurately recreated 
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(ahem) and '66 veteran, Kenneth 
WolstenhoLme even makes an 
appearance, commentating on the 
classic World Cup matches for that 
truly nostalgic feel. 


The English team feel at home as 
they take to the misty pitch 




Aux arms citoyens 

The samples are now much more varied 
and tend to follow the play a lot better. 
They're also relevant to the situation 
and venue. If, for example, you're 
playing in Marseilles, there'll be little 
comments thrown in about the town for 
that extra 'being there' experience. More 
impressive still is the way Des and Gary 
will point out if you need a win in your 
final group game to go through, or if a 
draw will be sufficient. 

But enough of the gloss and polish 
- what about the playability? A lot's 
been made of the idea that this is just 




First glances seem to bear this out 
even further in that the game engine is 
basically the same as before, though 
improved in certain areas. One of the 
main moans a lot of people had with 
RTWC was the lack of speed compared to 


ones thrown in for good measure. 

However, they don't seem quite so 
effective so you can't just use them all 
the time, which helps make the game that 
bit more realistic. It also means when you 
do get a crafty flick over the head to work 


When you do get a craf^ flick over the head to work 
it’s all the more satisfying 


a cash-in, a re-hash of RTWC designed 
to cynically glean a few more quid 
from the honest punter. Since it's only 
been well under a year since RTWC was 
released you can at least see the logic 
in the argument. 


Actua Soccer 2. If you were counted 
among that number then you'll be 
pleased to hear that WC98 has four 
speed options, the highest of which 
being easily comparable with AS2. 

Jimmy Oill 

The skill moves introduced in RTWC, 
accessed by holding combinations of 
buttons, are still there with a few new 


The action is punctuated hy the rousing music of Chumhawumha and their numher 1 hit, ‘Tuhthumping.* As you’d expect from EA. the overaii styie and presentation of the game is stunning 
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it's all the more satisfying. This 
actually goes for the 
^ rest of the game, 
being considerably 
harder to master than 
RTWC. Things like headers, volleys and the 
like have been made easier but the overall 
gameplay is a lot more complex. The 
tackle is a lot more effective, which is off- 
putting at first as games tend to 
degenerate into one lunging challenge 


in the FIFA series since the original 
Mega Drive version to have a real 
playability, but unfortunately it was a 
little too simplistic in the long term, 
with games often ending with 
unrealistic high scores. WC98 takes the 
best elements of RTWC and improves on 
them considerably, making it a title 
•truly worthy of the illustrious license. 
The question as to whether or not this 
is worth shelling out for if you already 


WCS8 takes the best elenents sf R1WC and 
improves on them considerably 


after another. The secret is to learn to 
pass around and make use of the special 
tactics which enable you to instruct wing- 
backs to make forward runs with the 
touch of a button or maybe to call 
midfielders back to defend. This element 
of the game would be left well alone at 
first, but is vital to learn if you're to 
succeed at the highest skill level. Also the 
passing now leaves a lot more up to the 
player. Where before simply hitting the 
pass button would invariably send the ball 
straight to a team-mate's feet, now you 
do actually have to aim a little. 

Despite the brilliant front end and 
obvious attention to detail, WC98 isn't 
as immediate as RTWC was, but 
perseverance is definitely the key as you 
soon discover it improves greatly over 
its predecessor. RTWC was the first game 


have RTWC is a bit more difficult 
however. If you want a footy game and 
don't have RTWC you can't go wrong. 
Die-hard fans will want the latest 
version no matter how subtle the 
differences, but if you already have 
RTWC and don't have £40 burning a hole 
in your pocket. I'd suggest you try it 
before you buy it. Miles 





The characters have been created to 
look like their real-life coonterparts 



I.. 
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In another of the classic World Cup finals, Hungary give West Germany a lesson in foothall, aUhough they’re prohahly too busy moaning about the ball crossing the line! 



World Cup '98 is the best 
arcade football game - 
it's as simple as that. 
Although its release is a 
little too soon after that 
of Road to World Cup 
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A game by Frank Skinner and David Baddiei - it can’t be! Ob, it isn’t... 



f the game of the tournament 
■ isn't patriotic enough for 
you, BMG present the official game of 
the England team. And what better 
title than Three Lions to convey that 
all-important feeling of being at one 
with your country. Doesn't it make you 
proud to be English? God save the 
Queen, etc... 



' f 

The players celebrate another goal 



It does seem a bit odd though 
doesn't it? There's all this fuss about 
the FA not wanting the famous 
Baddiel/Skinner/Lightning Seeds 
record as the official World Cup song 
(presumably because that's what the 
people actually want) in favour of 
some dreary number with the Spice 
Girls on it. As if any self-respecting 
footy supporter would ever be caught 
singing a Spice Girls song! 

Anyway, Three Lions - the game - 
is another 3D arcade football 
experience based around the England 
team and their attempt to become 
World Champions this summer. Control 
is pretty straightforward, with short 
pass, medium and long kick/shot 



CAMPBELL 



m 


1 



buttons plus speed burst and a 
particularly eye-watering intentional 
foul button if you're a budding 
Chopper Harris. Slick passing moves 
can be strung together by hitting pass 
and pointing the pad before the ball 
reaches its man. This causes him to 
make a first time pass in the 
appropriate direction. The most 
obvious addition to the standard 
formula however, is the unigue shot¬ 
targeting system. As players approach 
the opposing goal, a circle-shaped 
target appears in the centre of the 
net. When fire is held and pressed 





Sol Campbell clears the line as Dugarry tries a flashy overhead kick whilst an Eric Cantona lookalike defends the England goal. As you can see from this shot, all the teams have the correct kit 
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there's a split second in which the 
target can be moved to the point in 
the goal you want to shoot at, i.e. 
wherever the keeper isn't. It sounds a 
bit odd and the system isn't without 
its flaws, but generally it works well. 
However, the ability to add aftertouch 
is sadly missed as this would have 
given us even more possibilities. 

Free loins 

To make Three Lions stand out from the 
increasingly sizeable crowd, for more 
than just the fact it carries the famous 
crest, there are some very definite 
selling points on which BMG are 
pinning their hopes of scoring a big 
hit when the game comes out. 

One of these concerns the many 
little touches littered throughout 
the game to please football saddos 
(of which I am unashamedly one). For 
example, when a player scores a goal, 
the world 'GOAL' flashes across the 
screen, except when Argentina's 
Gabriel Batistuta scores in which 


All the teams available for selection within the game boast the reai players like Bolton’s Fish 


It soonds a bit odd and the system isn’t withoiit 
its flaws, but generally it works well 


case you get 'BATIGOL!' Which is 
apparently what the fans shout when 
he scores for his club side, Fiorentina 
in Italy. Novel! 

However, there has been no 
attempt to recreate the World Cup 
stadiums. Instead matches take place 
in a big, characterless bowl which 
tends to sap the atmosphere. A bit 
more time spent on the venues would 
have really made a difference. 

No commentary on the pitch 

In another departure from what has 
become the footy sim norm, there is no 
full commentary. The idea has been to 
try to create that 'on the pitch' 


grainy, the backdrops basic and the 
players' visages downright hysterical. 
There are shadow effects but they're not 
light-sourced, just dark shapes at the 
players' feet, and overall it looks hardly 
any different to the PlayStation game. 
Even running with software only. World 
Cup '98 is streets ahead, but Three Lions 
carries no extra hardware support 


atmosphere, to make the player feel as 
if they're part of the game rather than 
watching from high up in a commentary 
box. So instead of Brian Moore 
wittering on about this, that and the 
other you get players shouting to one 
another. Some of these shouts, like 
'through the middle' or 'man on' are 
actually quite useful and make an 
interesting addition to the game - 
using your ears as well as your eyes. 

Lion-0 

Whichever way you look at it, visually 
Three Lions isn't good. Much is made of 
the motion capture but the graphics are 


whatsoever. There's a problem with shot 
targeting in that sometimes you want to 
shoot but have to wait for the goal 
itself to scroll into view. You can do a 
snapshot which just goes in the 
direction of the goal FJFA-style, but 
nevertheless it can be very aggravating. 

Having said all that, it is quite a 
good laugh for a while - in two player 
mode at least. Some very nice 
interchanges can be executed using 
the one-touch passing system and the 
revolutionary on-the-fly tactical options. 
It also boasts some funky audio support 
from Ocean Colour Scene. All in all 
however, it just doesn't touch the 
standards of the official World Cup 
game and lacks the two player 
addiction factor of Sensible's effort. 

Really Three Lions is for the 
purists who will appreciate the great 
level of control and deceptively 
subtle gameplay without worrying too 
much about the lack of visual polish. 
Give it a go if this sounds tempting, 
but it's nothing like as instant as the 
other games hitting the market at the 
moment. Ben 


Shearer in shooting moad... 
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Three Lions makes a 
typically brave and 
determined attempt at 
snatching EA's crown, but 
it lacks the necessary 
style and flair 
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An illustrated Guide 


Beginners 


Vangers is a trademark and Interactive Magic is a 
npitofed trademark of Interactive Magic, Inc. All other 
property of their respective owners. 
AII rights reserved. 












Travel to an extraordinary universe, the rules of 
which are unknown. Explore vast, living worlds 
with complete freedom but be prepared to 
engage in intense combat using a multitude of 
outlandish weapons. Discover and exploit unique 
vehicles on your way exploring, racing and 
hunting for bizarre artefacts, equipment and 
those who would be your competitors. On your 
adventure through the realms of the Vangers 
you will discover the enigmatic inhabitants of 
these worlds and be drawn into an intriguing 
plot of deceit and destruction. 
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Sensible Soccer has finally made it back on to our screens in one of the best 
versions of the classic top down footy game ever! 




S I ome games are fondly 
^^ remembered, having brought 
great pleasure in the past, but most 
should be allowed to stay there. A few 
still stand out and retain some of the 
old playability even now, but not many 
become icons. Not many can play as 
fresh today amid the flashing knobs and 
twirling doobries that adorn video 
games of the late-90s. We live in an age 
where consoles wow and PCs simply 
blow the mind, awash as they are with 
games of such complexity, both 



Players can choose to view action replays in either high res 3D, or through the normal top 



graphically and in their playability, that 
hardly anyone would have believed it 
possible just a few years ago. Sensible 
Soccer was, and still is, such an icon. 

When it first hit the streets it 
instantly rendered obsolete everything 
that came before it. Most of the time 
when a new game comes out, even if it 
is hailed as the best of its type, people 
always point to certain superior 
elements in other similar games. Not so 
with Sensi. It was simply out on its own 
in every respect. 

The passing was so simple as to be a 
joy. Stringing complex moves together 
became second nature after a few plays 
and from then on the possibilities were 
almost boundless. 


Much the same could be said for the 
headers which, for the first time in a 
football game, were simple and intuitive 
to pull off rather than falling somewhere 
between juggling pints of beer and 
learning Russian in the difficulty stakes. 

The deposed king of the football 
sim castle. Kick couldn't compete. 
Though a minority still sing its 
praises ahead of Sensi, their inane 
witterings fall on the deaf ears of 
those in the know. 

Sing when you’re winning 

The beauty of Sensible's variety of 
soccer was its innate simplicity; 
graphics were neat and compact yet 
packing heaps of character, the sound 



down view, but the game itself can only be played from the classic latter viewpoint... 
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was perfect - general burbling 
interspersed with the odd chant - and 
everything's controlled by one single 
button - none of this separate 
buttons for pass, lob, shoot and 


versions weren't without their faults; 
originally the keepers were a bit 
shite, but they were improved in 
subsequent editions. New features 
were also added in the form of 
injuries and tweaks to the already 
finely tuned gameplay. 

The first proper sequel was Sensible 
World of Soccer, commonly known to 
the Sensi faithful as SWOS. Every 
major club side and all international 
sides, complete with accurate squads, 
were crammed in with 23,000 players 
plus all the authentic national 
competitions - 144 in all. Also 
included was a management option 


in the all-important stakes of 
golden playability it’s out there on its own 


everything else business, and on this 
evidence, who needs it? Strength was 
determined by how long the fire 
button was held down and everything 
else was done with aftertouch. Early 


with transfers and the ability to take 
in a career spanning 20 seasons. This 
could be pursued as a pure 
management game or by playing the 
matches through the arcade mode as 




well. It also included 
unparalleled tactical 
options which allowed the 
player to position every 
player individually on the 
pitch in relation to the position 
of the ball. 

SWOS itself received the update 
treatment with the addition of standing 
headers and the ability to bend passes 
along the ground appearing in the 
subsequent version. This gave a whole 
new dimension to play with the ability to 
thread through balls for players to run 



Sensible Soccer not only allows players to take charge of all the teams at this summer’s World Cup [albeit with changed names], but also any international team from around the globe 
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Whilst there have been 
Sensible Soccer games 
already released on the PC, 
this World Cup edition will 
be the first one developed 
by Sensible Software 
themselves. The previous PC 
Sens/ titles were all 
developed by third parties 
and were, in our opinion, 
inferior to the Mega Drive 
and Amiga versions 
developed by Jon Hare and 
his team at Sensible 
Software. Something was 
lost from these earlier 
Sensi games during the 
translation on to the PC 
and as a result, PC gamers 
have yet to full experience 
the Sensi sensation. That's 
all set to change though 
with the release of this 
superb edition. 




onto instead of passing to feet all the 
time. The great thing was that players 
familiar with the earlier versions could 
play exactly the same way as before, 
incorporating the new features into their 
game as and when they felt ready. 

Having said all that, it's amazing that, 
until now, the only version of Sensible 
Soccer really worth talking about was the 
Amiga version - a machine which has been 
defunct as a mainstream entertainment 
system for at least three years. PC versions 
have come and gone, but they never 
captured that all-important Sensi feel, 
probably because Sensible themselves took 
no active role in their development. 



programming instead being farmed out to 
other developers. They looked the part, but 
the playability just wasn't quite there. 

Well fear not, because Sensible World 
Cup is a Sensible product through and 
through. It includes the incredibly 


A ball anis a yard of grass 

Veterans of the Amiga version expecting 
this to be identical are in for a surprise. 
The gameplay is different, certainly. It's 
not quite as fluid for a start. In the 
original it was almost too easy to pass 




Veterans of the Amiga version expecting 
this to he identical are in for a suprise 



meticulous options for setting up your own 
tournaments, a handy random friendly 
generator to get straight into a two player 
game and a preset World Cup tournament 
featuring all the World Cup nations. Sadly 
the players' names are not totally accurate 
due to even the most mundane of players 
these days choosing to trademark their 
names. Therefore a vowel has been 
changed to avoid having to fork 
out money to every featured 
individual. Shearer becomes 
Shoarer and so on. 

However, if you have the 
patience you can import 
all the sides into the 
custom teams menu and 
edit the names to make 
them correct I know I did! 


the ball around but here it takes a bit 
more work. The newly 3D modelled 
players have inertia and take time to turn 
around, which can be a bit off-putting to 
Sensi purists until you get into the swing 
of it. Passes can go astray, keeping 
you on your toes at all times. 
However, the old aftertouch is still 
there for those delightful curling 
shots and sweeping cross-field 
passes. The heading system is 
different as well. Now you have 
to hold the button when the 
ball is in the air and tap a 
direction. This makes the 
player perform a volley, 
header or overhead kick 
in the desired direction. 
It's not quite as instinctive as it 


Players will have to contend with all manner of different playing sorfaces including luscious grass, sodden turf and bone-dry pitches that make the ball bounce around wildly during play 
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used to be, but it's very satisfying to 
execute some nifty first-time shooting 
and flick-ons. 

The other big difference is in the 
tackling. A second pad button is now 
needed for the 'tap tackle,' where 
instead of simply sliding in players 
will go and try to take the ball off the 
foot of the player in position. This is 
also useful when going for loose balls 
as it gives the player an extra speed 
burst to gain control of the ball ahead 
of the opposition. 

As you'd expect, all the players have 
their own individual skills like shooting, 
dribbling - the ball tends to stick to 
feet more than before - and speed so 
you need to think about how you play. 
There's no point trying to dribble 
through a packed midfield with a slow, 
lumbering centre back. Just ask that old 
donkey Gary Pallister. 

Sensimniia 

Despite all the changes and additions. 
Sensible World Cup comes closer than 
anything else before it to capturing 
the elusive magic of the Amiga Sensi 
Soccer games, though it doesn't 
somehow look as nice. The 3D players 


don't have the same charm as their 
chubby, simply animated predecessors. 
Alongside the likes of World Cup '98, 
Three Lions and World League Soccer 
'98, Sensible World Cup certainly won't 
win any awards. But in the all- 
important stakes of golden playability 
it's out there on its own, and you 
won't find a better two-player footy 
game without breaking the old Amiga 


out. As with older versions, the appeal 
of the single player mode wanes after 
a fairly short time - far quicker than 
when playing WC 98 for example. On 
the other hand, you'll be pulling this 
out of the cupboard when your mates 
come round long after those flashier 
looking efforts have been gathering 
dust in redundancy. Welcome back 
Sensi. How we've missed thee! 






With it’s tiny characters and tup down view Sensible SoDeer World Cup ‘98 has the unmistakahle Sensi feel tn it that fans nt the original games will Invel 


It's becoming increasingly 
popular for developers to 
allow gamers to choose 
their own pace at which 
they want the gameplay 
to run. Electronic Arts' 
World Cup '98 allows 
players to speed up, or 
slow down the action to a 
speed that they find 
satisfactory and Sensible 
Soccer World Cup '98 does 
the same by allowing 
players to set the game to 
run at 30 frames per 
second, or just 15. 
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Sensible Soccer World Cup 
'98 is one of the best 
versions of this classic 
football series that we 
have seen yet! 


VERDICT 



OUT OF 100 


iuiiding the Ultimate PC 



01392 420100 


JUNE 1998 I ISSUE TEN I ULTIMATE PC 























































Have EA met tkeir match, ar de Silieen Dreams need te ga back ta the drawing board 

with their latest soccer simalatinn? 


Undoubtedly the most 
impressive part of WLS '98 
is the animation. The 
players look great, perform 
some super moves and react 
to various situations such as 
bad tackles and bookings. 

Smaller features such as 
the nets moving when a ball 
hits the back of it and the 
crowds are also great for the 
general atmosphere. A 
shame the gameplay isn't up 
to much! 



THE CHANNEL 
awnys 


The commentary provided 
by Channel 4's Ray 
Wilkins and Peter 
Brackley has to be 
credited. Vary rarely do 
they say the wrong 
phrases at the wrong 
times, and a huge variety 
of samples have been 
implemented to avoid it 
being too repetitive. I 
don't know how they felt 
about blaring out fake 
player names though. 




ith the exception of Star Trek 
\ buff Cliff, its pretty safe to say 
that the UPC team are soccer mad. This 
of course makes reviewing footy titles a 
lot more enjoyable and deciding on a 
review score is more of a joint effort 
from each member of the team (except 
for Cliff who's wandering around 
shouting K'Plah! and using the office 
lift instead of the stairs). 

After Wortd Cup '98, Eidos' World 
League Soccer ‘98 was the next game to 
get the treatment. So, as you do, we 
popped down the local off-licence, got 
in a few beers and prepared for a full on 
football session. 




The first view raised about the game 
was that menu screens and general 
presentation were pretty poor. World Cup 
'98 is excellent for getting you in the 
mood for the game ahead, but WLS '98 
provided none of this pre-match 
excitement. Okay, so WLS '98 has 
nothing to do with the World Cup, but 
hey, every soccer game needs to get you 
in the mood. 

Giggle puts it past Seamain! 

As the name of the game suggests, the 
world's leagues have been brought 
together, so there's no lack of teams to 
choose from. Dallas vs Derby, no problem! 


Still, anyone buying a soccer game is 
bound to be a big fan of the sport, and 
when the official teams and players aren't 
incorporated, it's a pretty big 
disappointment. When you come to 
starting a game in WLS '98, you will 
notice that the player names are changed 
to something a little more humourous. So 
when you should be saving a shot with 
Schmichael, it's actually shown as Smikel. 
This isn't just on the visual side either. 
They've even got the commentators 
shouting out the fake names. 

If you're that bothered about the 
name of a player, the options menu 
does boast a player editor, but sadly 
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you are unable to input the names by 
simply typing them in. Instead you 
must use your pad, moving it up and 
down until the correct letter appears. 
This is very annoying to say the least, 
and I doubt very many people will 
bother with the hassle of entering 
another 11 names when they realise 
how long it will take. 

Play well and 
yoirll be rewarded 

Visually the game is amazing, and even 
in software mode you won't be 
disappointed. To make the most out of 
it though, a 3D accelerator card is 
advised. The players look great and it's 
worth looking out for some of the pitch 
effects. However, what about the most 
important part of the game? Of course. 
I've yet to mention the playability... 

Preview code we saw last month was 
by no means complete, but the control 
method certainly looked to have a lot of 
potential. Unfortunately though, the 
final version we were given didn't play 
as we'd hoped. 



Although it has its moments, most 
of the time playing WLS '98 is just 
boring. You don't get heated up like 
you should when (and if) you score, 
you don't sit on the edge of your seat 
when there's a corner and you really 
don't care when the opposing team 
wins. It's also very stop, start and a 
nicely flowing game in WLS '98 is hard 
to come by. There are some nice moves 
to try out. You can chest the ball 
down, perform a powerful scissor kick 
and there are both offensive and 
defensive headers. It seems though, 
even with all of these moves, it's still 


almost impossible to score a goal, 
especially in single player mode. Two 
player isn't too bad, but enter a 
tournament and ensure you've got a 
piece of leather between your teeth. I 
played five or six games against the 
computer and managed a single goal! 

You should also be aware of a few 
other points which let the game down. 
First of all, if you hold down the pass 
button for too long, the ball goes sky 
high, as opposed to a more powerful 
floor pass. A delay can also be noticed 
between when you press a button and 
the time the ball actually moves. 

At first the game also seemed pretty 
slow, but visiting the options screen 
gives you the opportunity to fiddle 
around with the speed settings. The 
fastest mode is pretty good and is far 
more enjoyable than the default setting. 
Adding a bit more pace does manage to 
liven things up a little. We expected 
WLS '98 to be World Cup 98's main 
contender, but too much work has gone 
into the looks when compared to 
gameplay. Better luck next time! Simon 





m 



As you can see WIS ‘98 boasts some quite crazy moves. In the shot on the right, a keeper makes a spectacular same. On the right a super flying header 




Why not try out a night game and 
notice the great lighting effects? 
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F00TBALL review 



Match Soccer 

Cranberry Source may be a funny name for a development team, 
but Super Match Soccer certainly isn’t a Turkey of a football game! 



MODES 



All in all, six different types 
of game can be played. 


There's the standard friendly 
matches and then if you 
fancy tournament action you 



n have at admit, my first 

impressions of Acclaim's new 
soccer game weren't promising. I was all 
ready to give it our 'Hazardous: Do Not 
Touch' award, until I spent a little more 
time with it. It's one of those games 
which you hate to begin with, but by 



the end of the day, I guarantee you will 
totally adore. 

Although it's never going to 
compete with the big boys like EA's 
M/oc/of Cup '98, Super Match Soccer does 
poses something which we haven't 
seen recently in soccer simulations - 
namely a bizarre control system which 
at first seems annoying and 
unplayable, but with time becomes 
very enjoyable and far more of a 
challenge than rival soccer games. 



want to make a pass, you can't just go 
ahead and press a button for the ball 
to automatically reach one of your 
team mates. Instead you have to take 
more care to direct your pass as well 
as ensure that the button you're 
pressing delivers the suitable amount 
of power. The same goes for shooting 
and in the first few games against the 
computer, you'll only concede goals. 
The great thing about this though, is 
that that when you do hit the back of 


Tbe bizarre control system wbicb at first seems 
annoying and unpiayabie becomes very enjoyable 


Where most football simulations 
tend to give you a helping hand when 
it comes to moving your players 
around and directing shots. Super 
Match does away with this method and 
it's completely up to the user to direct 
their game. Instead of having pass and 
shoot buttons. Super Match features 
three different strength kick buttons: 
Small, Medium and Hard. So, when you 


the net, the satisfaction level is much 
higher than usual. So, as you can 
imagine, scoring a volley or header is 
sheer ecstasy! 

International teams make up the 
game and, like it should be, playing 
against Brazil is like playing against 
Brazil - incredibly difficult. Play against 
a team like Japan and you'll discover 
they're not exactly footy connoisseurs! 


get to choose from foun 
Global Cup, World League, 
Micro Cup and Micro League. 
To top it all off, a Network 
game is in there for more 
than two players to enjoy. 
Instead of having to save 
your tournament games all 
the time, as soon as a 
match is played it's 
instantly recorded. 



Okay, so the game may not look as good as rival titles, bot io terms of playability it’s great. Learo the control system and you’ll soon becnme addicted 
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FOOTBALL review 



On the Bail 

Especially in two player mode, the 
possession of the ball is usually 
evenly split and at times it seems to 
be more of a tennis game than a 
soccer match, as the ball is 
constantly being hit from one end of 
the pitch to the other. Due to the 


your sprint power. Run normally and 
the power with be re-generated. 

How Ugly? 

Out of all of the games in this month's 
soccer round up. Super Match definitely 
doesn't win awards for its presentation. 
There's no intro sequence to get you 


Super Match Soccer certainly doesn’t 
win any awards for its presentation 


control system, the ball (which the 
physics for aren't all that good) tends 
to arrive in open spaces, and it's then 
your job to run your player to it. 
Cleverer programming has avoided the 
use of a button to select your nearest 
player, as the computer knows who's 
going to be nearest to the ball as 
soon as it's kicked. Also, when you 
are either running to or with the ball, 
a circle around the player you're ■ 
controlling gets dimmer as you use up 


fired up for games ahead, commentary 
is non existent, the players look like 
they're all members of a local Sunday 
morning pub team after a major booze 
session the night before and there's no 
change in the appearance of the pitch. 
Wet and dry pitches can be chosen, but 
there are no different weather 
conditions. Despite these criticisms, all 
similar to those raised about Sensible 
Soccer when it was first released. Super 
Match Soccer's outstanding playability 



makes up for any minus points. After an 
hour of getting to grips with the 
initially annoying control method it'll 
take a tug of war team to pull you away 
from your computer! 

If you're looking for a genuinely fun, 
no frills footy game. Super Match Soccer 
is the title for you. Those who want 
their footy games to appear realistic 
and don't want to spend time learning a 
tricky control system are advised to look 
elsewhere. However, at just £20, Super 
Match Soccer is excellent value for 
money. It's kind of like watching a dour 
third division match on a wet night - 
not pretty, but still enthralling for 
genuine fans. Simon 


DEVELOPER 

CRANBERRY SOURCE 

PRICE 

£19.99 

RELEASE 

OUT NOW 

WEB SITE 

www.cranberry.co.Lik 

PLAYERS 

1-2 

MEMORY 

SMB 

PROCESSOR 

P90 

GRAPHICS 

SVGA 

SOUND 

SB + 100%C 

CONTROLS 

KEYS AND PAD 


Spend some time 
with Super Match Soccer 
and you'll soon learn to 
love it. Don't bother and 
you'll be missing out! 


VERDICT 



OUT OF 100 


iuHding the Ultimate PC 
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The keeper lobs the ball opfield 



It’s a tough match between England Vs Brazil. If the player can curl the ball, there’s a chance that this free kick could end up In the back of the net. Pray! 
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Enjoy the frustrations and pleasures of footie with Total Soccer, 
a new overhead simulation from Live Media UK. 


THE 

OVERHEAD 

With football games, the 
overhead viewpoint has 
proved to be a major 
success over the years. 
Anco's series of Kick-Off 
games were the first to 
show just how much it can 
give to a game, as players 
are able to see a much 
larger area of the pitch 
during play. 

While playing using this 
view, it makes life much 
easier to pass the ball and 
see where your other team¬ 
mates are. With games like 
Actua Soccer and FIFA, 
although graphically 
superior, not only is it 
more difficult to perform a 
spectacular pass, but the 
gameplay isn't normally as 
good. Although they come 
with simplistic looks, 
overhead footie games 
actually feel more like 
playing football than others. 

The most successful 
overhead game of all is, of 
course. Sensible Soccer. 
Developed by Jon Hare and 
Sensible Software, this 
game, featuring tiny stick 
men, made the overhead 
view a mega success. 
Featuring incredible 
gameplay, the game was a 
real football fan's game. 



ach time the World Cup 
comes around, you can bet 
your bottom dollar a whole plethora of 
football games will be launched. And, 
as everyone knows by now, this year is 
most certainly no exception. Footie 
titles are being released on what 
seems like a daily basis, but only the 
best will perform and sell well enough 
to get to the very top. 

Total Soccer, developed by newcomer 
Live Media UK Ltd, is a game aimed at pure 
soccer fans. It's the company's first 
commercial game, but don't let that put 
you off. This game has a lot going for it. It 
has been put together to re-create the real 
life feeling of playing football. And this, I 
have to say, it does almost too well! 

For gamers who enjoy playing 
football at football level, Total Soccer is 
ideal. The more usual footie titles make 
it fairly easy to pass the ball around. 



but Total Soccer is a game where the 
ball constantly rolls away from your feet 
- just as it does in real life. Because of 
this, the game is very difficult to play. 
I've been playing it for over a week and 
I'm just starting to get the hang of it. 
But now that I am getting used to it, I 
must admit it's very addictive. 

The main problem anyone buying 
this game will initially experience is the 
control of the ball - or should I say the 
complete lack of it. Even running 



straight down the pitch can prove 
difficult as the ball will just roll away 
from you and end up under the feet of 
one of your opponents. Turning with 
the ball is virtually impossible, but if 
you persevere and take a week or so of 
practice then controlling the ball 
actually becomes much easier. 

The game itself looks and plays very 
much in the old Sensible Soccer mould. 
Like Sensi, the game is played from an 
overhead perspective and, like Sensi, 
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Anyone who’s played Senisble Soccer should be familiar with the view. The gameplay is similar in many ways to Sensible Software’s classic as well! 


this can offer some excellent gameplay. 
The actual players however, are better in 
terms of graphics and animation. Each 
has been modelled in 3D and they move 
very fast and solidly with some great 
looking animated skills to watch out for. 

The actual pitch, which features 
one of the largest playing areas in an 
overhead football game ever, can 
appear in four different forms, with the 
textured grass looking, and playing, by 
far the best. The other three on offer 
are Checks, Big Checks and a Flat pitch. 
The latter looking like a large blank, 
plain green wall. 

The options screen in the game 
appears in the top-right corner as a 
rectangle box. From this you can select 
a whole range of options. You can enter 
a competition or a single game, change 
the in-game options, take a look at 
replays previously saved during a game 
or even enjoy the highlights (goals) 
from the last game played. 

With the replays, these, as you 
might have gathered, need to be saved 
during a game simply by pressing F6. 
And while actually watching a replay, 
you can slow it down, change views or 
even plot the ball's movement in true 
Match of the Day style. 

Before starting a game, you get to 
indulge in the management side of 
things. There are both International 
and Premiership teams in Total Soccer 
and each player has been rated for 
Speed, Keeping, Control, Tackling, 
Passing and Shooting. These stats 
greatly affect the performance of each 
individual and must be kept in mind 
when putting a first team together. 
Before you get out on the pitch, the 
game gives you a chance to replace 
players with subs so you can make sure 
you have the best team out there. And 
on top of that, all the usual options 
such as team formation are here. 


Once a game is underway. Total Soccer 
allows you to perform sliding tackles, 
corners, free-kicks, aftertouch and one- 
touch passing. The latter being the most 
important move because, as the game's 
project manager, Charles Chapman told 
me: 'To play Total Soccer well you need to 
perfect the art of one-touch passing." 

Apart from the actual game, two other 
programs come bundled with Total Soccer. 
These include a Team Editor and a Tactics 
Designer. With the former, as well as 
being able to change the players, tactics, 
kit and more of any team built into the 
game, you can also create your very own 
dream team. Here, you can specify a 
fictitious team's tactics, players, hair and 
skin colour, home and away strips and, 
best of all, you choose what each player's 
individual ratings will be. 

Although the biggest problem with 
the game is that the ball rolls away 
from your feet, later versions of Sensible 
Soccer also had this built into the game. 
With Sensi, however, gamers put in 
some effort and found that, with a bit 
of practice, it was actually an extremely 
good game. And exactly the same can 
be said about Total Soccer. 

This game already has a huge 
following as a demo has been available 
on the Internet for the past few 
months. Droves of gamers visited the 
Web site and have frequently returned 
to keep on playing it. Although it's 
going to have some tough competition 
with the new Sensible Soccer World Cup 


game on sale, if you want a footie sim 
with good solid gameplay, and are 
prepared to put in some time to get 
past the initial learning curve, then 
Total Soccer is well worth investing in. 

Who are live Media 
UKllmiteG? 

The company behind Total Soccer is a 
relatively new one. Although only 
formed in 1995, Live Media have a 
varied background covering a vast array 
of multi-media projects from desktop 
applications to entertainment through to 
online games development - including 
the recently award nominated online 
soccer management game, 'net.soccer' 
(www.netsoccer. com). They have also 
developed and published a commercial 
screen saver through sister company. 
Active Media Technology (with 'Eclipse' 
screen saver development software). 

The people who work there are a 
talented, albeit small, bunch who 
specialise in multi-media software based 
in Oxford, England. And, says Charles 
Chapman, Project Manager on Total 
Soccer: "Live Media's aim is currently 
taking games players back to the days 
when 'gameplay' was everything!" 

"Total Soccer emerged out of 
frustration at the PC soccer games 
market. We felt that the PC was lacking 
a decent fast and most importantly 
'playable' arcade soccer game." 

The game itself has been around in 
demo form for several months on the 
Internet, and has received an almost 
cult following from gamers eager to 
get back to the days of a game with 
good gameplay. Dave Gibbon 


The top down view looks familiar 
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Strategy Game Total Annihilation 








RE view 



Just when ynu thouiht you’d seen the last ef those pesky themed variations 
an the ntd Monepoty board game, another one comes aiong. Oh Joy is me! 





ever ones to flog a dead 
horse, Hasbro present the 
Latest incarnation of their Monopoly 
range. The world's best know board 
game has seen several computerised 
renditions as well as the recent Star 
Wars edition, and now it's got the 
official France 98 treatment. So, if you 
can just keep your excitement under 


You just can’t beat getting a few 
mates arnund a table! 


knows how Monopoly works so I'd 
better tell you what makes this 
version different. 

The properties are now countries 
taking part in the World Cup (although 
not all of them 'cause there aren't 
enough places on the board). World 
Champions, Brazil occupy the 
prestigious Mayfair slot with Germany 
represented where Park Lane would 
be. England are somewhat generously 
Located in the Regent Street position, 
but someone at Hasbro must have 
something against the poor old Scots 
who find themselves stuck down the 
Old Kent Road! 

World Cup Monotony 

The players are now represented, as you 
can imagine, by footballers who work 
their way around the board dribbling 
and juggling a ball. The ball is then 
passed to whichever players' go it is 


control for a few more minutes, we'll 
lift the lid on this feast of 
footbalL/property-trading action and 
find out if it's really worth the effort. 

If you've seen Star Wars Monopoly 
you'll be aware of how the theme is 
integrated into the game. The basic 
board is the same, with squares 
divided into properties, which can be 
bought, and special squares. Landing 
on which could mean taking a card or 
forking out some cash. But everyone 


Nearly all tbe World Gup teams have a place on the board, including Brazil 



















































































next. Community Chest and Chance 
cards are replaced by Home and Away 
and the various messages are now 
football-re la ted. Bank loans become 
transfer fees and that sort of thing. 

Each time you land on a property 
you get a rendered sequence of a 
football pitch with something going on 
apparently relevant to the country in 
question, though what business a 


cash. All very well but all very 
cosmetic, it has to be said 

There's no denying what a fine 
board game Monopoly is, but it's hard 
to see where Hasbro are going with 
this. Computer Monopoly, okay. You can 
sort of see the thinking behind it. It 
saves all the bother of doling out the 
money and hunting behind the settee 
for a second dice because somebody 


No denying what a floe board game Monopoly is, 
it’s hard to see where Hasbro are going with this 


kangaroo has bounding across the pitch 
in Holland I don't know! At first these 
are just fields, but when you build 
houses (terraces) they appear in the 
rendered scenes as stands, one on each 
side of the pitch for each house 
bought. Instead of hotels you now get 
a stadium enabling you to turn your 
little bit of Hackney Marsh into the 
new Wembley, provided you've got the 


nicked it months ago and never put it 
back. Then came the Star Wars edition 
which at least had some curiosity 
value, especially for dedicated fans of 
the movies of which there are millions. 
But this, well, football fans surely 
don't need anymore novelty tack to add 
to their already bulging collections and 
there's plenty of dodgy France 98 
memorabilia doing the rounds at the 



Instead of roads, houses and hotels, players must buy World Cup foothall teams, stands and stadia which 



moment for a lot less than you're 
expected to fork out for this. 

Sored games 

Where all these computer Monopoly 
titles fall down is in the simple fact 
that by their very nature board games 
are a social event. Four people sitting 
round a board is always going to be 
more fun than everyone crowding 
around a monitor, even if you do have 
to put all the bits away afterwards. 

On the positive side, you don't 
need anybody to play against. If no- 
one else wants to play you can get 
your Monopoly fix playing against 
the computer... erm, right! Far be it 
from me to tag anybody with the 
stereotyped anorak label, but if you 
going to sit alone in your room 
playing Monopoly against a computer 
you surely need to re-evaluate the 
way you lead your life. 

To be fair it is slightly 
compulsive at first, if only because 
I hadn't played Monopoly for so 
long. However there's little long 
term satisfaction in playing what is 
largely a game of chance against 
non-human opponents. It's especially 
annoying when the computer keeps 
missing your hotels and you get 
this unshakable suspicion that the 
dice are loaded. If you're desperate 
for a Monopoly 'sim' you're probably 
be better off with the standard 
version - the novelty of the 
countries soon wears off when you 
can't remember where they all are. 

In short, don't bother. MUes 



they then use to reap in their opponents cash 
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CANAL* 


CANAL+ 


Introducing a car with no boot, no stereo 


and no passenger seat.,. 



If you've got racing in your blood then take 
up the challenge as the Prost Grand Prix 
team's new driver. Jump straight into the 
heart of the action, choose the best setting for 
your Prost Peugeot AP 01, post the best times 
in the trials and secure the best position on 

the starting grid... 


• 100% adrenaline rush every time you play 

• Exhilarating multi-player mode for up to 
4 players 

• Editing function to customise your own 
teams and cars 

• 9 dynamic camera angles to view the action 

• Unprecedented photo-realistic circuits 

• Totally accurate sound effects 





simulation meets stimulation 


PROST 


©1998 Canal+Multimedia, Prost Grand Prix™, Distributed by Infogrames UK, 


CANAL+ 

MULTIMEDIA 










liLH! i&w iilrtPi 
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Explosive ; 

After a dearth of top quality games last month we've got a fair few 
titles earning the ultimate accolade this issue. To get over 90% a 
game must display exceptional qualities on all fronts, including 
graphics, sound and, of course, playability. 

Hot Property 

These are the games that just failed to reach the heady heights of 
90%. However, a game that gets 85% - 89®/o is still worthy of 
attention and that's why this award suggests you take a close look at 
their quality before deciding whether to buy. 

HazardoDs 

Danger! Seriously poor game alert. This is the award that every game 
producer dreads. If a title falls below the 50®/o mark it means that 
their are some fatal flaws in its make-up. Once again this issue the 
hall of shame has grown! 



01392 420100 


UmMATE PC's reviews are sponsored by Apollo Computers. We use a 
range of Apollo machines from PlSO's up to Pentium II P300 MMX 
ones. All are equipped with 32MB RAM ■ 


This month we have made an addition to our reviews. Any 
game that has been classified 18 will now have this logo 


REVIEWS 

84 Star Wars Supremacy 
86 Incoming 
88 Micro Machines V3 
88 Outwars 

84 Deadlock II: Shrinewars 
86 F-1S 
88 Dark Rift 
186 lender loving Care 
182 Pandemonium 2 
184 Budget Reviews 


H t the end of each review a box-out similar to the one 
^ shown here will list all the information you need. For 
those interested in buying the reviewed game, its publisher and 
developer are listed, along with its price and release date. If you 
have access to the Internet, a Web address for the product is also 
supplied. We then move onto the recommended specs for the 
game - the amount of RAM and the processor speed is stated, 
along with any graphics or sound requirements. With the number 
of games needing specific graphics accelerator cards increasing, 
this demands attention. We then have the comment and score. 




JUNE 1998 I ISSUE TEN | ULTIMATE PC 
























































Wlat with the new Star Wars films currently being finished eff in time fnr next year, there’s 
no better time fnr Lucas Arts te release another tasty computer game. Thck in! 






FORCEFUL 

MBDIS 


Fans of the Star Wars 
movies will recognise 
familiar characters like 
Luke, Leia, Han Solo, 
Chewbacca, the Emperor 
and Vader, and during the 
game those who know how 
to use The Force can 
detect like-minded 
practitioners in the near 
vicinity. Force-users will 
heal faster than normal 
combatants, and they can 
also increase their 
mystical strength from 
Novice to Trainee, through 
Jedi Student and Jedi 
Knight to Jedi Master. Key 
events intrude into the 
game such as Solo being 
taken to Jabba's Palace if 
he can't fend off bounty 
hunters, and Luke making 
the crucial discovery 
about his origins when 
confronting Darth. At 
some point in the game 
Luke goes off alone to 
Dagobah to be trained 
by Yoda. Vader, 
presumably, just amuses 
himself crushing heads 


n 

tar Wars fans have had much 

to celebrate recently, with 
digitally remastered reissues of the 
film trilogy, daily Web site updates on 
the new George Lucas trilogy and the 
mission pack supplement to Dark Forces 
II, Jedi Knight: Mysteries of the Sith. 
Star Wars Supremacy though, is likely 
to send most Rebel Alliance aficionados 
into seventh heaven. 

Let's clear up one confusion from the 
outset. If you're wondering whether this 
is the same game advertised in the 
States as Star Wars Rebellion, then you'd 
be right. Maybe LucasArts felt it was too 
tame a title for us Brits, and were 
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aiming for something more lofty. 
Whatever, it's a breath of decontaminated 
air to escape from (the admittedly 
excellent) first-person shoot-'em-ups 
and flight sims to an enormously 
imaginative real-time strategy game of 
truly epic proportions. 


Imperial mince 

We're in post-Death Star destruction 
territory, with the Alliance still basking 
in the glow of their victory over the 
Imperial forces. At the outset you're 
given the opportunity to choose which 
side to support, and whether the area of 
conflict will be a small, medium or large 
size galaxy. If you're with Luke, Han and 
Leia then your objective is to capture the 
Imperial headquarters at Coruscant and 
drag back the Emperor Palpatine and 
Darth Vader in chains. If you don't fancy 
being a goody two-shoes you have to 
hunt down and destroy the Rebel 
headquarters and bring Skywalker and 
Alliance president, Mon 
Mothma back for 


some serious 
maltreatment. The 


more bloodthirsty-minded can skip the 
capture requirements and simply go for 
an all-out assault on the enemy's power 
base and bomb it to hell. 

Sea tlireep... Yo! 

It's quite natural to be daunted by the 
size of the game manual (a mere 170 
pages including four tutorials), but it 
doesn't take that long to suss out the 
gameplay. Hostile and neutral planets 
can be won over to your cause either 
by diplomacy or aggression, and if 
along the way you encounter an enemy 
fleet, then you can engage them in 
programmable combat. 





























































Command your favourite Star Wars craft into a number uf furmations with the click of a button 


Rebel reccy 

Systems and planets that are either 
friendly, hostile or neutral are colour- 
coded for handy reference, and separate 
circling icons indicate the energy level 
and mining capacity available, plus fleet 
and personnel in attendance. C-3P0 
takes charge of building commands to 
increase your resources, but you have 
direct command over personnel missions. 
Princess Leia, for instance, can be used 
on a diplomatic mission to win over a 
wavering system, or a Special Forces 
agent could be sent to capture or 
assassinate a dangerous opponent or 
sabotage some equipment. 

During the game messages come in 
ranging from successful completion of 
actions to news of a foiled attempt by 
the enemy to sabotage a fighter. 
Reconnaissance missions can be 
regularly flown to learn more about 
the foe's strengths or the degree of 
loyalty a certain system has towards 
the Alliance. 


Grid grind 

Sooner or later the talking stops and 
it's time for a good old-fashioned 
shoot-'em-up. There's no face-to-face 
confrontation, though - all battles 
take place on a 3D grid, and you 
programme individual ships to carry 
out specific retreat or attack 
manoeuvres and formations. Most of 
the fun comes from the preparation 
for battle as the actual dogfights are 
lacklustre affairs. Camera views can 
be altered but there are no scary 
explosions, and other military actions 
like quelling uprisings from dissatisfied 
minions on unhappy systems happen 
at the click of a button. 

The main annoyance with Supremacy 
is the sheer multiplicity of windows you 
have to open to carry out even the 
simplest actions, and the inability to 
switch off C-3P0 from incessantly asking 
you if you need further advice. On the 
other hand. Star Wars anoraks who love 
attention to detail and space strategy 
addicts who are control freaks will exalt 
LucasArts as they feel the Force. Martyn 


Check out the statistics on your 
latest fleet addition, the ‘Y-Wing’ 


advice. The 


Encyclopedia gives 
detailed info on 
specific characters, 
facilities, starships, troops, star 
systems, special forces and missions. 


Your guide throughout is the 
talkative robot, C-3P0 who cheerfully 
explains what all the icons are, who 
controls which sectors of the relevant 
galaxy, and where to go for regular 
updates, as well as offering his own 
advice on strategic and defensive 
manoeuvres. R2-D2 is also standing by 
to relay messages from members of the 
fleet or other personnel on your 
inhabited worlds. 

Mouse 'n' menu driven throughout, 
your first task is to build mines to 
acquire the raw materials you then feed 


on to your refineries. You can then start 
churning out ships for your fleet, 
manufacturing facilities and planetary 
defences. If you're fighting for the 
Empire, you can even develop enough 
resources to build another Death Star - 
although the chances are the Rebels will 
by then have already destroyed your base. 

Billed as a real-time strategy 
game, you can pause, speed up and 
slow down the action to give you time 
to consult the manual or the very 
comprehensive Galactic Encyclopedia, 
or check with C-3P0 for some more 
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and complexity to 
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Inconing 

Rage’s new arcade shoot-’em-up Gertainly looks the dogs, but does tt deliver 
red-hot gamepla)? There’s only one way to fled out... 




Some of you may not have 
access to a Local Area 
Network, but if you're looking 
to play Incoming with a mate, 
fear not. Rage have cleverly 
included a two player split 
screen option which either 
puts best buddies against 
each other for some brutal 
combat, or you can team up 
and defend a base from 
computer controlled attack. 

As expected, it does get 
slightly jerky at times, but 
you're too busy worrying 
about destroying your 
opponent. It's an excellent 
little feature which most 
shoot-'em-ups don't offer. It 
works well though and 
hopefully we'll see a lot more 
of it in the future. 


hankfuLly Incoming, the new 
ILAI shoot-'em-up from Rage, is my 
kind of game. To explain this a little 
further. I've never liked strategy games 
(Not intelligent enough to get into 
them I guess - Ed), which is probably 
why I'm never asked to review them. 
Well, it wouldn't be fair would it? I did 
however find Battlezone, which is 
graphically similar to Incoming, very 


enjoyable. This is despite the fact that 
as well as offering lots of things to 
shoot, it did feature a strategy element. 

If like me you're the kind of person 
who prefers to cut out the crap and just 
shoot. Incoming will make the perfect 
addition to your games collection. 

Aliens have invaded and it's your job, 
using a variety of high powered fighting 
machines, to make them suffer. Oh boy 
is this job a good one! 


5PIIT SCRIiN 


Probably the first thing you've 
noticed about the game is that it looks 
pretty impressive. Well, you wouldn't be 
wrong. The landscapes are very smooth 
and reminded me quite a lot of those 
seen in Battlezone. The same goes for 
the different types of craft (I'll go into 
more detail later), which again look 
very smooth and are quite detailed. 

Rage obviously intended for the game to 
set some standards in the graphics 
department, and they've certainly done 
a good job! 

Firing your weapons has to be the 
most rewarding part though. When a 
missile is en route, some great smoking 
effects can be seen. This is then 
followed up with some spectacular 
lighting. And then comes the icing on 
the cake. If you hit the target (which 
isn't all that difficult), huge explosions 
follow - and they're not always the same 


ici.:: ■ 

These screenshots show why the game 


has impressed us so much. The smoke and lightning 


effects are amazing, hut just wait until you destroy an enemy ship. The explosions are spectacular! 
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either. Some are small, others are 
enormous, selected ones are very 
detailed - it all adds up to bucket loads 
of variety. 

AM ti irrive 

Incoming features two main modes of 
play. The first comes in the form of an 
'Arcade' game, which gives you the 
opportunity to fly a variety of craft from 
helicopters to the more futuristic alien 
ships, armed with powerful lasers. The 


become quite repetitive, but this has 
fortunately been avoided. 

A kind of Red Alert style game is 
also seen in the 'Campaign Tactics' 
mode. Where the other parts of the 
game are from a first-person view, these 
selected sections also have you looking 
from a top down perspective, clicking 
on your defensive structures, and then 
selecting the enemy to be wiped out. 
This is a good idea in principle, but, 
within a game of this type it seems a 


When a missile is en route to its target, 
some great smoking effects can be seen 


objective in these missions is to do 
nothing more than wipe out anything 
that looks like it's going to cause harm 
to you. More dictated and tactical 
gameplay comes when choosing either 
'Campaign Action' or 'Campaign Tactics'. 

In your first challenge, your mission 
is to shoot down incoming alien ships 
using a gun turret and once completed 
you can move into a helicopter where, 
as well as picking off wandering alien 
craft, you are also required to use your 
way-point marker to make pick-ups, 
defend your own vehicles, blow up 
bases and so forth. Some games even 
put you on the ground in a tank or in 
advanced alien craft with superior 
firepower and aerodynamics. 

If the game just plonked you in the 
same ship every time it would obviously 


little strange and hasn't been pulled off 
in the best of ways. Nice try though. 

To make the most of Incoming, it's 
really advisable that you hook up some 
sort of game pad. Playing with the keys 
or a mouse doesn't allow you to target 
the enemy very well. 

Having said that it's not even 
perfect with a controller. The control 







Fly, fly like the wind, my pretty! 


method is one thing which could have 
improved the game a lot, along with the 
third person view which makes targeting 
the enemy very difficult. It's also a lot 
easier for you to destroy your own 
buildings, instead of your opponents, 
although it has to be said, it's quite fun 
seeing tall buildings come tumbling 
down like a massive demolition. Also, 
crashing isn't at all realistic. Okay, so 
it's an arcade game, but it's taking it a 
little too far when you can ram your 
craft into structures and bang 
landscapes at will. 

To be honest, if it didn't look so 
good. Incoming would never have 
immersed me in its environment. Don't 
get me wrong, there are no major 
faults with the arcade gameplay, but 
it's the great graphics and awesome 
animation which take a lot of beating. 

Much of the satisfaction comes from 
shooting down a flying saucer and 
watching it descend, split apart and 
explode. Then, just as you think it's all 
over, another wave of aliens attack. 

The great thing about Incoming, is that 
Ginger Spice never even gets close to 
singing! Independence Day eat your 
heart out! Simon 





Not only do yoo get the chance to control toogh tanks and helicopters, but selected missions put you in the enemy’s craft. Complete with powerful lasers! 
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EXPLOSIVE 


MUST BUY 


It’s finallii here! Yep, Mlera MaeUm V3 has landed en the PC - 
and It’s even mere addictive than ever befere! 


in are the rather Lovely Looking 3D 
visuaLs. And the best news of aLL? The 
oLd mega-fantastic gamepLay has not 
only stayed, Codemasters have actually 
managed to improve on it. 

As in previous versions, you still 
experience the fun of skimming around 
tables whilst trying to outwit your 
opponents to get ahead, but now 
there's an even easier way of winning! 
Those nice people at Codemasters 
came up with a rather ingenious idea 
for making Micro Machines even better. 
They've only gone and added a wacky 
selection of weapons to ensure the 
game is more fun than ever before. 

'Weapons on those small vehicles?' 
you may cry. Yes, but these are no 
ordinary weapons, these are weapons 
in a Micro Machines mould. Located on 
tracks throughout the game, the 
weapons are wrapped in cleverly hidden 
parcels on the trackside. When collected 


they can give the player one of a range 
of goodies on offer. There's fireballs, an 
absolutely huge bonnet-mounted 
hammer for smashing up anyone in front 
of you and a brilliant grabber claw. With 
this Lovely gadget, you can snatch a 
vehicle in front and throw it to the back 
of the race! Just imagine the scene, 
your mate's about to cross the winning 
line and you're just behind him. Then, 
out pops the grabber claw and throws 
him into Last while you take victory! 

Having already been a number one 
hit on the PlayStation, the transition to 
PC has been ultra smooth. If you look 
at the PC and PlayStation version side- 
by-side, although the PC version is 
similar in most respects, the sheer 
speed of the PC game is far superior. 

The vehicles move at a super-fast pace 
and, although this can sometimes be a 
disadvantage due to the fact the screen 
can become a blur, the faster speed 


'V 


sk any self-respecting gamer 
which racing game stands out 
in their mind for its gameplay and 
addictiveness, and it's almost definite 
they'll mention a certain well known 
game called Micro Machines. This 
remarkable piece of software has made 
more people cry and shout out loud 
with excitement than any other in 
history. The fact is that when you are 
playing against friends it gives you a 
faster adrenaline rush than a bungie 
jump and its unmistakable qualities of 
attention-grabbing gameplay are simply 
too hard to ignore. 

Now, following its first two 
successful outings. Codemasters have 
launched Micro Machines VS and, 
incredibly, it's even more addictive than 
ever! Gone are the old 2D graphics and 








With so many tracks and so many cars to choose from you should he tied up for hours with V3. Loads of cool jumps, bridges and other obstacles make for real driving pleasure 
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Micro Machines games have been around for the household environments. Micro Machines, Micro Machines V3 was a long time 

years and successfully spanned three the video game, was bom. coming. Work began on it in the Summer 

console generations (from 8-bit to 32-bit). It's one of the best examples of a game of 1995, it launched on PlayStation in 

To illustrate just how long the series has that has evolved from a licensed product one Spring '97 (a number one chart hit, 

been around, the original Micro Machines where the gameplay was designed first and surprise, surprise) and now the PC 

PC incarnation came on two floppy disks found to be exciting and an overall theme incarnation has finally arrived, 

and could run very well even on a 386. added at a later date. And, as everyone now Many gamers can't imagine where 

The very first Micro Machines game knows, the game was a massive success both the Micro Machines series will go next, 

appeared in 1990. The concept began as a in the US and throughout Europe when it But you can be sure of one thing, the 

top-down racing game engine designed for launched a year later. and gals at Codemasters will have 

the American Nintendo 8-bit market and was Even bigger success came when the something up their sleeves for the 

provisionally titled Californian Beach Buggies. sequel appeared. Micro Machines 2 - Turbo game's future. 

The gameplay mechanics were designed in- Tournament appeared on the Sega Mega 

house at Codemasters by developer, Andrew Drive and PC in 1995, offering simultaneous I 

Graham. The Micro Machines theme was added four-player action. The multiplayer aspect 
later; Codemasters were working closely on guaranteed its party-play hit status and the 

another project with Lewis Galoob Toys Inc. - game was a number one. A couple of spin- 

the American toy giant and the producer of offs appeared over the next year. Micro 

the Micro Machines toys that were a Machines 96 + Construction Kit (Sega Mega 

phenomenal success in the US at the time. Drive), Micro Machines Turbo Tournament + 

Taking the idea of the vehicles being Micro Construction Kit (PC) and Micro Machines 

Machines cars, boats and 'copters, and adding Military (Sega Mega Drive) 



makes for a more action-packed, more 
adrenaline-pumping game. 

One of the best things about Micro 
Machines has always been the way you 
race around quirky scenarios. There's 
nothing more fun than dashing around 
a breakfast table and jumping using a 
cheese ramp, only to land on a box of 
cornflakes. And there's nothing more 
frustrating than getting tangled up in 
the knives and forks while your mates 
race past you to claim victory. But these 
little factors all help contribute to what 
is a seriously fun game. 

A total of 48 all-new race circuits 
are built into Micro Machines V3, which, 
while it includes the more usual snooker 
tables and class room desks, also has 
more unique, complex and bigger tracks 
to test out your skills as a Micro 
Machines racer. Now, unlike before, you 
can race in water, while on some tracks 
there's a whole host of ramps and jumps 
to negotiate. On one track for example, 
you zoom around a table, perform a 
balancing act across a thin ruler to get 
to another table, then jump off and 
land on the floor. Then, after racing 
through the legs of some strategically 
placed chairs, you climb up a ramp to 
get back on the table again! And in 
between that, there's a whole load of 
obstacles and dangers to get past. 


This new version of Micro Machines 
includes a massive amount of options. 

If you want to brush up on your skills, 
when you are told by one of the game's 
characters how well, or not, you are 
driving, you can select Driving School 
mode. In One-Player mode you can have 
a Head-to-Head, Challenge, Time Trial 
Race and Time Trial Challenge. And then 
there's the Multiplayer mode, Team 
mode. Party Play mode and more! 



Gameplay-wise, the basics of 
Micro Machines V3 remain essentially 
similar to the first two games in this 
illustrious series. Each time the other 
players fall off the screen, the last 
person remaining wins a point. And 
after a couple of laps, the person 
with most or all of the points wins 
the race. This system is one of the 
main reasons why Micro Machines is 
so brilliant to play, and, thankfully. 
Codemasters have retained this while 
adding plenty of extras to make it 
stand out from previous incarnations. 

When you consider Micro Machines 
also has 32 vehicles, support for 
playing over a Local Area Network for 
up to eight players and some of the 
best gameplay seen in any game this 
year, you can see why this is something 
really special. For gamers who want 
something to keep them and their 
mates glued to their screens. Micro 
Machines V3 is here! Martyn 


The third installement in the Micro Machines series brings you more wacky races in minuscule cars 





ULTII 

WATE INFO 

Publisher 

CODEMASTERS 

DEVELOPER 

CODEMASTERS 

PRICE 

£34.99 

RELEASE 

OUT NOW 

WEB SITE 

www.codemasters.com 

PLAYERS 

1-4 

MEMORY 

16MB 

PROCESSOR 

P120 

' GRAPHICS 

MAJOR 3D CARDS 

! SOUND 

SB + 1007oC 

CONTROLS 

KEYS & PAD 


Grab a few friends, 
load this onto your PC 
and enjoy some of the 
most addictive and 
thrilling gameplay ever! 
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Are Microsoft really trying to take ever the world? Well, if Butmrs is anything to gn by, 

don't worry, becanse they’ll never do it. 





Why not drop a bomb on them? 


n p until recently, if you were 

talking about Microsoft Games, 
you were talking about Age of Empires, or 
those Solitaire and Minesweeper games you 
get built in with Windows 95. Well, not 
any more. In a determined effort to spread 
their vast software empire ever further. 
King Bill's minions are publishing a 
number of new gaming titles for release 
this year. The first of the batch is Outwars: 
a 3D mission-based action game featuring 
a space marine with a rocket pack. When I 
visited Microsoft's headquarters near 
Seattle in February, I saw an earlier 
version of the game and previewed it for 
Issue 8. At the time I thought the game 
had great potential with some interesting 
ideas. Now I have had a chance to play a 
finished version of Outwars, I have to say 
that lam very disappointed. 


Starship Troopers 

The initial premise of Outwars is a 
perfectly adequate story. In the far 


future, after centuries of believing we 
were alone in the galaxy, mankind has 
colonised distant planets. This peaceful 


isolation is brutally ended when the 
colonies are attacked by an unknown 
insectoid alien race, seemingly intent 
on the destruction of mankind. The 
Colonial Defence Force, known as the 
Dreadnauts, are sent in to sort out the 
problem and defeat this inhuman foe.. 
You play the part of a new recruit to 
this elite force, and begin your initial 
training in the use of the Dreadnauts' 
unique jet pack and powered battle 
armour. Your training has barely begun 
when it is unexpectedly cut short by 
the arrival of the enemy, and you are 
thrown into the thick of the fighting. 
Sadly the storyline is just about the 
only good feature the game has. 

Brief briefings 

The problems start early in the game. 
The mission briefings are woefully 
inadequate, leaving you guessing as to 
just what it is that you are supposed to 
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These credely drawn and badly animated menstrosities are allegedly the fearsnme alien enemy. The way they meve ahnnt, ynu just have tn wender hnw they ever made it eft their heme planet 
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be doing. If these people are supposed 
to be an elite fighting force in the 
high-tech future, why do the briefings 
for vital missions consist of about fifty 
words and a crudely drawn map? A map 


random making annoyingly fatuous 
comments. The only token attempt to 
give the game any element of tactical 
subtlety is the option to select your 
team's armour and weapons choices, of 


Whup ET’s ass 

One might be prepared to overlook a 
shoddy appearance if the gameplay was 
particularly good, or if the game had 
other features which made it worthwhile, 
but Outwars is not so fortunate. Play 
consists mostly of dodging and hiding 
from the crudely animated and ridiculous- 
looking alien monsters, since you have 
neither the armour nor the firepower to 
actually fight them. If running away a lot 
and being repeatedly killed is your idea of 
fun, then you'll be very happy. In the 
missions where you are accompanied by 
other Dreadnauts, they seem to spend 
most of their time floating about at 




F.i'ii 


You have a right to expect 
better quality for your oiooey 


and Capture the Flag games, as well as 
Smear the Cyborg, which is a sort of 
tag game. The idea is to capture a large 
pink glowing ball, which marks you as 
the 'Cyborg' and fair game for everyone 
else. There is also a version of Assassin, 
but even with eight people playing, 
the multiplayer maps are far too big for 
anything to be much fun. As with the 
single player game, the action consisted 
mainly of running around a lot and then 
being killed. Cliff 




which you can't even access in play 
either. The officers in charge of the 
Dreadnauts wouldn't have made it as 
Cub Scout leaders, let alone 
commanding a Special Forces unit. 

Sadly that is just the tip of the 
iceberg. This is a deeply flawed game 
with a lot of problems. First into the 
rotating knives are the graphics. In 
terms of game engine technology, 
Outwars ranks about two levels below 
Tomb Raider I. All the supposedly 3D 
objects are made up of paper-thin walls 
and very big pixels, and the terrain is 
constructed from enormous polygons, 
resulting in angular and unrealistic 
landscapes. With games like Battlezone 
and Incoming showing what can be 
done with 3D terrain engines, Outwars 
looks very lame indeed. The only 3D 
acceleration supported is 3Dfx. 


which there are only a limited number 
until you get well into the game. You 
have no tactical control over your team¬ 
mates' actions, which is more than a bit 
pants when you compare Outwars with 
other current and forthcoming titles, such 
as Activision's Heavy Gear 2. 


Where is everyone? 

Any attempt to use actual combat 
tactics is made almost completely futile 
by the appalling graphics engine. Aliens 
appear and disappear through solid walls 
as the engine's clipping falters, bullets 
pass straight through objects which you 
are hiding behind, and the collision 
detection is so hopeless that you can 
run right through the alien's bodies. 
There really is no excuse for this kind of 
shoddy production, especially when it is 
published by a company with Microsoft's 
resources. You have a right to expect 
better quality for your money. 

We checked out the multiplayer 
options over the office network, as 
there are no servers yet running this 
game. There are the usual Deathmatch 


You are a member of an elite special forces unit called the Dreadnauts, so naturally you expect a wide selectiun of all the best equipment. Well tough luck 



A shoddily produced 
game which looks way 
out of date. For such a 
large company, you really 
have to wonder what they 
are playing at 


VERDICT 

55 


OUT OF 100 


Budding the Uftimate Pi 




LTP ? 

01392 420100 






JUNE 1998 ! ISSUE TEN I ULTIMATE PC 









































PRICE! (HOKE! 


from us?? 


THESE HAVE MADE US O 
OF COMPUTER SOFTW 




A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 


As you look through this magazine you will undoubtedly 
Notice adverts for other mail order companies. So what makes 
us different to any of them? Well, how about this . 


PRICE 


You should find Gameplay to be the cheapest supplier 
of PC games in the couritry. Howeyer, we can't look 
everywhere at once, so if you do find a better price, please 
ring us and we will do our best to beat or at least match it. 
On top of this, we offer a FREE 1st Class delivery service 
and we don't charge for membership if you are buying by 
mail order so there are no"Hidden eharges". The price you 
see is the price you pay! _ 


CHOICE !! 


Just take a look at this advert! 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 


QUALITY !! 


the OAMSiSS 
\ clu® 


Why not visit our 

CLUB SUPERSTORE IN LEEDS AT THE 


All items are ful^^uarant^ ON THE ORDER FORM! Au ITEMS IN THE 


manufacturers. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
■ itly. __ 


efficientk 


STORE ARE AT THE SAME DISCOUNTED PRICES AS OUR 
MAIL ORDER DIVISION. 


SERVICE !! 


Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jiffy 
Bags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like it you don't have to 
keep it so we make sure we tell you the truth! 

These are the qualities that have made us 



THE HOTTEST GAMES AT THE COOLEST PRICES!! 



Ci^ ROM OAMIS 


FREE GIFTS 



WITH ^ERY ORDER 
EVERY TIME YOU PLACE AN ORRER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE GIFT LIST OF 
SOFTWARE ANP ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE GIFT PER WEEK BUT NO MINIMUM ORPER VALUE 
TO QUALIFY. SECONPLY, YOU WILL ALSO RECEIVE OUR 
LATEST CATALOGUE PACKEP WITH MORE OFFERS.' 
<ifi^Ei»€MaaroAgPC3RYOURflgscymw 



2 Good 2 Be True - Includes Ultimate Soccer Manager 
2, Earthsiege 2, Caesar 2, NASCAR 2, Pinball 2E26.99 

3D Ultra Mini Golf.£13.99 

3D Ultra Pinball 3.£18.99 

3 Mega Games: Wing Comaaander 4, Privateer 2 & 

Crusader no Regret.£18.99 

3rd Millenium.£29.99 

6881 Hunter Killer.£29.99 

7th Legion.£17.99 

Aqua Golf 2.£25.99 

Aqua Ice Hockey.£25.99 

Aqua Soccer Club Edition.£9.99 

Actua Soccer 2.£26.99 

Addiction Pinball.£19.99 

Age of Empires.£33.99 

AH64-DLongbovy2.£29.99 

Air Warrior 3.£26.99 

Amiga Emulator CD (100s of Amiga games) £14.99 

Apache Longbovy & Hind Double Pack.£14.99 

Armoured Fist 2.0 (Win '95).£29.99 

Atlantis.£29.99 

Atomic Bomberman.£17.99 

Back TO Baghdad.£17.99 

Baku Baku Animal.£16.99 

Balls of Steel.£20.99 

Bahle Isle 4 - Incubation.£21.99 

Bahles of Alexander. £25.99 


Castrol Honda Superbike World Championship ..£29.99 

Catz2.£17.99 

Championship Manager '97/'98.£17.99 

Chessmaster 5500.£26.99 

Civilisation 2.£17.99 

Civilisation 2 Data Disk: Conflicts in CiviLiSATiON£9.99 

Civilisation 2 Data Disk; Fantastic Worlds.£13.99 

Clandestiny.£7.99 

Close Combat 2: A Bridge Too Far.£32.99 

Cluedo.£18.99 

Combat Chess.£24.99 




Command & Conquer. £13.99 

Command & Conquer Red Alert. £28.99 

Quench: 1000 extra levels for Red Alert. £7.99 

OR JUST £3.99 IF BOUGHT WITH RED ALERT!! 

Counterstrike - official Red Alert Data Disk.£11.99 

Aftermath - official Red Alert Data Disk.£9.99 

Covert Operations - official C&C Data Disk.£9.99 



American Civil War CouEaioN - Antietaa^ 

Buu Run, Gettysburg & Shiloh .£26.99 

Napoleon Colleqion - Napoleon in 
Russia, Prelude to Waterloo, Waterloo & 

Age of Sail .£26.99 

The Following are all just£9.99 each!!! 
Antietam, Ardennes, Bull Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Battlezone.... 

.£29.99 

Beasts & Bumpkins. 

.£22.99 

Blade Runner. 

.£29.99 

BLOOD. 

Bridge Master Classic with Omar Sharif. 

Broken Sword 2. 

Bust A Move 2. 

Cabmageddon. 

.£13.99 

.£29.99 

.£26.99 

.£16.99 

.£18.99 

Carmageddon Splat! Pack . 

Cart Precision Racing (Microsoft) . 

.£13,99 

.£33.99 


Commanche 3.0 (Novalogic).£29.99 

Conquest Earth.£27.99 

CoNSTRuaoR.£27.99 

Croc.£28.99 

Crusader No Regret.£19.99 

Dark Colony.£20.99 

Dark Earth.£29.99 

Dark Forces 2: Jedi Knights.£27.99 

Jedi Data Disk - Mysteries of the Sith.£16.99 

Dark Omen: Warhammer 2.£29.99 

Dark Reign.£21.99 

Deathtrap Dungeon.£28.99 

Depths of Doom Trilogy - Doom 2, Ultimate Doom, 

Episode IV & 3000 AAaster Levels.£15.99 

Diablo.£22.99 

Diablo Hellfire: Official Data Disk.£13.99 

Diablo: The Green Portal Toolkit & Cheat Pack ..£9.99 

Die By The Sword.£27.99 

Die Hard Trilogy.£17.99 

Dogz2.£17.99 

Duke Nukem 3D.£10.99 

Duke Nukem 3D & Plutonium Kit.£18.99 

Duke Nukem In The Caribbean.£15.99 

Duke Nukem Kill-A-Ton Couection.£23.99 

Dune 2000.£29.99 

Dungeon Keeper.£28.99 

Deeper Dungeons Data Disk for Dungeon Keeper .£13.99 

EA Cricket '97: Ashes Tour.£25.99 

EA Compilation - Ultima Underworld, Ultima 7, 
Shadow Caster, Savage Empire, Wing Commander 
Academy, Populous 2, Mahjong Pro, Space Hulk, 7 

Cities of Gold.£11.99 

Earthsiege 2.£12.99 

Ecstatica2.£19.99 

Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£22.99 

FI Racing Sim (Ubisof).£27.99 

FI 5 (Janes).£29.99 

F22 A.D. F. (TFX3).. .......,..£28,?? 


M/ckosoft Flight Sm '98 .£39.99 

Microsoft Southern Caufornia Data Disk .£23.99 

Microsoft Fught Sim 5.1 & New York + Pm . £37.99 

Scenery Disk 6.0 - Engiano & Wales . £ 17.99 

SaNERY Disk 5. J - British Isles J & 2, China . each £19.99 

SaNERY Disk 5. J - Europe 1 .£29.99 

Scenery Disk 5.1 - Las Vegas/Canada.each £12.99 

Fught SiM 5. / Tower.£39.99 

Fught Sim 5. / Scenery & Objeg Designer.£36.99 

Flight Shop V2-NOW FOR F55.1&FS6 £35.99 

Fught Sm F5FX V2 - Contains extra planes, scenert, sounds 

ETCFORF55.1&F56 . £24.99 

Boeing/Business Jets/Airbus/Greai Airunes. each £23.99 

Perfeq Flight 2 Round the Womn Disk for MS FS 5.1 &6£2199 
Flying Classics for FS6 - ry some of the most sigmikant aircraft 
OF the 20th Century from a Sopwith Camr to Concorde .£18.99 


F22 Red Sea Operations Data Disk. £13.99 

FA-18 Hornet. £21.99 

FA-18 Korea. £24.99 

Fallout .£27.99 

Feeble Files.£25.99 

FIFA -Road to the World Cup '98.£26.99 

Fighting Force. £28.99 

Flight Unlimited 2.£27.99 

Fuppermania - Pro Pinball the Web & Timeshock£18.99 

Flying Corps Gold. £19.99 

Forgohen Realms AD&D Archive - Eye of the 
Beholder 1,2 & 3, Menzoberranzan, Dungeon Hack -f 

7 OTHERS.£19.99 

Formula 1 (Psygnosis) Win '95 & D3D/3DFX....£22.99 



Formula 1 '97.£29.99 

Forsaken.£29.99 

Fragile Allegiance.£14.99 

Gabriel Knight 2: The Beast Within.£12.99 

Gene Wars.£15.99 

Gex2.£29.99 

G Police.£26.99 


rTI SAIES LINES OPEN: 

LX I MON-FRI 9am - 8pm 
' SATURDAY 10am - 7pm 
SUNDAY 10am - 4pm 

0 NO QUIBBLE EXCHANGE POLICY 

IF YOU ARE UNHAPPY WITH YOUR 
PURCHASE FOR ANY REASON, 
SIMPLY RETURN THE ITEM IN 
PERFECT CONDITION WITHIN 48 
HOURS OF RECEIPT BY RECORDED 
DELIVERY AND SUBJECT TO A FEE 
(.10% OR MINIMUM £4), WE WILL 
SWAP IT FOR ANOTHER ITEM.(THIS 
OFFER APPLIES ONLY TO ITEMS 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE IF THE ITEM 
IS NOT RECEIVED BACK IN PERFECT 
CONDITION)*. 

(—71 ORDER BY CREDIT CARD, CHEQUE, 
Lx POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 
SORRY, NO CASH ON DELIVERY. 


0 


0 

0 


ORDEK WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 750,000 SOFTWARE 
ITEMS SUPPLIED SO fAR! 

I ST CLASS DEUVERY FREE OF 
CNARGEIO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

1000'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR N64, SATURN 
& OTHER CONSOLES AND CD ROM 

OTHER COMPANIES MAY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL NOT BE 
DEBITED UNTIL YOUR ORDER 
IS DESPATCHED! 



QUAKE 2.£26.99 

Quake 2 Deathmatch .£14.99 

QUAKE . £12.99 

MAuafofnoAL ADD-ON) £10.99 

Quake Toolkit . £12.99 

Scourge of Armagon ...£1 0.99 

Shrak! . £9.99 

DissoLLmoN OF Eirnhy. . £14.99 


Gloriana . 

.£30.99 

Goosebumps. 

.£26.99 

Goosebumps - attack of the Mutant. 

.£25.99 

Grand Prix 2. 

Track Pack for Grand Prix 2. 

Grand Theft Auto. 

.£17.99 

. £14.99 

.£27.99 

Guts N Garters. 

Hardcore 4X4 . 

. £16.99 

. £9.99 


Hardwar. £24.99 

Harvest OF Souls.£19.99 

Heavy Gear.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle£24.99 

Heroes of Might & Magic 6.£29.99 

Hexen 2.£22,99 

Holiday Island .£21.99 

Ian Botham Cricket £19.99 

iF22 Raptor. £26.99 

Ignition . £16.99 

iMlA2 Abrams. £22.99 


£ 25 . 99 ^^£ 22 . 9 ^ 

WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAY! 


Imperium Galactica.£9.99 

Incoming.£29.99 

Independence Day.£14.99 

Interstate 76.£27.99 

Ipanzer 44.£27.99 

I War.£28.99 

Jack Nicklaus 5.£29.99 

Jetfighter3.£19.99 

Jo Guest Love Bytes.£16.99 

Joint Strike Fighter.£27.99 

Journeyman Project 3.£28.99 

Kick Off '98.£22.99 

Kings Quest Coll 1-6.£15.99 

Lands of Lore 2.£27.99 

Lego Island.£21.99 

Leisure Suit Larry 7.£25.99 

Lemmings P/mbau. + No More Lemmings + IiMMiNGs£l 2.99 

Lighthouse.£19.99 

Links LS'98.£27.99 

Links Courses: Valderama/Oakland/Davis Love/Etc. £16.99 

Little Big Adventure 2.£17.99 

Lords of Magic.£25.99 

Lords of the Realm 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 3 - includes Dark Forces, 

The Dig, Monkey Island 1 & 2, Full Throhle, Afterlife 

& Lucas Arts Sampler Disk.£31.99 

Lula-The Sexy Empire.£19.99 

Ml Tank Platoon 2.£29.99 

Magic the Gathering (Microprose).£19.99 

ManxTT.£27.99 

...£14.99 

Megapak 8 - ^ter of Orion 2, Sim City 2000, Mech 
Warrior 2, Broken Sword, Screamer 2, Jagged Aluance 2, 

iMl A2, Jack Nicklaus 4, Return to Zork, etc.£29.99 

Men In Black.£25.99 

Micro machines 3.£21.99 

Microsoft GolfV3.£13.99 

Microsoft Return of Arcade - Pacman, Pole Position, 

Dig Dug and GalaxianI! (Win '95 only).£17.99 

Monkey Isund 3.....£28.99 

Monopoly.£30.99 

Monster Trucks.£20.99 

Monty Python Triple Pack.£22.99 

Motorhead.£25.99 

Muppet's Treasure Island.£17.99 

Myst.£18.99 

Myth: The Fallen Lords.£27.99 

NASCAR 2.£17.99 

NBA Action'98. £24.99 

NBA Live '98. £28.99 

Network Q Rally £13.99 

NFL Madden '98 £29.99 

NHL Hockey '98 £29.99 

Nuclear Strike.£24.99 

Oasis/Blur/INXS/U2 Songbooks.each £22.99 

Oddworld; Abe's Oddysee.£19.99 

Operational Art of War.£26.99 

OUTWWS.£27.99 

Pacific General.£26.99 

Pandemonium.£19.99 

Pandemonium 2.£29.99 

Panzer General 2.£26.99 

Pax Imperia 2: Eminent Domain.£16.99 

PGA Tour Pro.£17.99 

PGA Sawgrass Tour '96 Disks.£12.99 

Pga Nippenburg/Oxfordshire Euro Disks.each £9.99 

Phantasmagoria 2.£19.99 

POD Gold (Includes extra tracks).£17.99 

Police Quest Collection 1-4.£21.99 

POLiTiKA (Tom Clancy).£26.99 

Populous 3: the Third Coming.£29.99 

POSTAL.£23.99 

Premier Manager '97.£14.99 

Puzzle Bobble.£9.99 

Quake Resurrection - triple pack including Quake, 

Q Zone & Malice.£16.99 

Quake 2.£26.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Rayman Gold.£18.99 

Red Baron 2.£24.99 

Reloaded.£14.99 

Resident Evil • 3DFX version.£22.99 


Resident Evil - Power VR version.£22.99 

Rising Lands.£25.99 

Risk.£19.99 

Riven (Myst 2).£27.99 

Scrabble.£27.99 

Screamer Rauy.£22.99 

Sega Touring Cars.£28.99 

Sega Worldwide Soccer '98.£27.99 

Semper FI.£26.99 

Sensible Soccer 2000.£27.99 

SEnLERs2 Gold.£19.99 

Settlers 2 Mission Disk.£13.99 

Seven Kingdoms.£26.99 

Wdows of the Empire.£27.99 

Shadow Master.£27.99 

Shadow Warrior.£27.99 

Sid Meier's Gettysburg.£28.99 

Sierra Sports; Golf/Baseball '98/Ski Racing.each £22.99 

Sim City 2000 + Theme Hospital.£28.99 

Streets of Sim City.£28.99 

Sim Copter.£18.99 

Sonic 3D.£21.99 

Sonic & Knuckles.£23.99 

SPEca CD '97 (3000 Spectrum & C64 games).£14.99 

Starcraft.£29.99 

Star General.£24.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 

Star Trek Generations.£17.99 

Star Trek Omnipedia.£14.99 

Star Trek; Star Fleet Academy.£25.99 

Star Wars Monopoly.£30.99 

Star Wars Supremacy.£28.99 

Steel Panthers 3.£2^99 

Ten Pin Alley.£27.99 

Test Drive 4.£19.99 

Tex Murphy - Under A Killing Moon 2.£29.99 

Theme Hospital.£16.99 

Theme Hospital + Sim City 2000.£28.99 

The Golf Pro.£26.99 

Three Lions.£29.99 

Tie Fighter V X Wing.£26.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

TOCA Touring Cars.£21.99 

TomClancey SSN.£21.99 

Tomb Raider.£13.99 

Tomb Raider 2.£27.99 

Total Annihilation.£27.99 

Total Annihilation Disk: Core Contingency..£LOWEST 

Total Animals: Catz, Dogz & Worms.£19.99 

Total Heaven - includes Civilisation 2, Sim 

City 2000 & Settlers 2.£26.99 

Ultima Collection.£29.99 

Ultima Online .... ...£32.99 

Ultim@te Race.... ...£19.99 

Ultimate Soccer Manager '98.£26.99 

Virtua Cop 2. £26.99 

ViRTUA Fighter 2.£28.99 

Virtual Pool 2.£19.99 

VR Powerboat Racing.£22.99 

WaRCRAR 2 + 50 EXTRA LEVELS + HINT B00K..£22.99 

Maximum War - 1650 levels for Warcraft 2.£14.99 

Warhammer; Final Liberation.£25.99 

Warlords 3.£27.99 

Wing Commander Prophecy.£29.99 

Wipeout 2097.£28.99 

World Cup'98.£29.99 

World Cup Monopoly.£29.99 

World Rally Championship (Network Q 2).£20.99 

Worms 2.£25.99 

XCoM: Apocalypse.£19.99 

X Files; Unrestriqed Access.£18.99 

Zork Grand Inquisitor.£26.99 







































































































































































































































































































































QUALITY! SnVKE! 


IE OF THE LARGEST SUPPLIERS 
RE IN THE COUNTRY TODAY!! 


BUDGET GAMES 



1 1th Hour + 7th Guest.£13.99 

3D Lemmings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Armoured Fist.£10.99 

Ascendancy.£9.99 

Bahlecruiser 3000AD.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Catz.£8.99 

Championship Manager 96/97 .£9.99 

Chessaaaster 5000.£9.99 

Chronicles of the Sword.£8.99 

Civilisation.£9.99 

Creatures.£11.99 

Cricket '96 (Electronic Arts).£13.99 

Crusader No Remorse.£12.99 

D.£9.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike.£12.99 

Destruction Derby.... £13.99 

Destruction Derby 2. £13.99 

Discworld. £13.99 

Discworld2. £13.99 

Dogz. .£8.99 

Doom 2. £11.99 

F22 Lightning 2.£9.99 

Fade to Black.£9.99 

FIFA Soccer '97.£9.99 

FIFA Soccer Manager.£13.99 

Final Doom. £9.99 

Fught of the Amazon Queen .£9.99 

Flight Unlimited (DOS) £9.99 

FullThrohle. £12.99 

G-Nome. £7.99 

Heretic: Shadow of the Serpent Riders.£11.99 

Holmes 2: Rose Tahoo £13.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Larry 6.£10.99 

Lemmings 1 & 2.£14.99 

Links LS.£11.99 

Little Big Adventure.£9.99 

Marble Drop.£6.99 

Masters Of Orion 2.£10.99 

Mech WA.RRIOR 2.£10.99 

Megapak 6.£14.99 

Micro Machines 2 Special Edition.£9.99 

Monkey Island 1 & 2.£13.99 

Mortal Kombat 3.£12.99 

Mutant Penguins..£6.99 

Pete Sampras Tennis.£11.99 

PGA European Tour.£13.99 

Pinball '97.£12.99 

Pirates! Gold.£9.99 

Police Quest SWAT.£9,99 

Power, Corruption & Lies • Dune 2, Beneath a 

Steel Sky. F«14, UFO... £9.99 

Privateer 2: The Darkening.£13.99 

Psycho Pinball.£11.99 

Railroad Tycoon Deluxe £9.99 

Rebel .Assault 2. £12.99 

Redneck Rampage. £9.99 

Return TO ZoRK. £7 99 

Road Rash. £12.99 

Sam & Max Hit The Road -t- Day of the Tentacl££1 3.99 

Scorcher.£9.99 

Screamer.£9.99 

Screamer 2.£9.99 

Shanghai.£9.99 

Silent Hunter.£9.99 

Sim Tower.... ..£7.99 

Space Hulk2: VOTBA.£10.99 

Speedboat Attack.£9.99 

Star Trek; Next Generation A Final Unitt’ ...£1 0.99 

Super EF2000 .. £12.99 

Super Puzzle Fighter 2.£9.99 

Super Tetris.£9.99 

Terminal Velocity.£9.99 

Terranova.£10.99 

The Dig.£10.99 

Theme Park ..£9.99 

Tie Fighter Colleqor's CD.£12.99 

Time Commando.£13.99 

Top Gun.£10.99 

Transport Tycoon & World Editor.£9.99 

Ultimas .. £13.99 

Ultiaaate Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

US Navy Fighters '97.£9.99 

Vegas Girls.£12.99 

Virus.£12.99 

Warcraft.£16.99 

Warhammer: Shadow of the Horned Rat £9.99 

WiLUAMS Arcade Classics.£9.99 

Wipeout.£12.99 

Worms United .£10.99 

X Com: Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

Z.£9.99 

ZoRK Nemesis.£9.99 

\Mb also earry an exfensiifo 
range of games hint books 
and other tutorial books. 
Please ring for details. 


CHiLPRiW St EDIIdaSHi 

PORLING KINDERSLEY 



:_reognipl-; 


£17.99 


3D Skeleton. £22.99 

Amazing Animals Activity Centre. £22.99 

Ann Hooper's Sex Guide. £27.99 

BMA Family Health Encyclopaedia. £27.99 

Castle Explorer. £22.99 

Children's Encyclopaedia. £27.99 

Childrens Multimedia Dictonary £22.99 

Chronicle Encyclopeadia of History £22.99 

Chronicle of 20th Century. £27.99 

ENaCLOPEDIA OF NATURE, SCIENCE & HISTORY OF WORLD £25.99 

Encyclopedia of Nature 2. £27.99 

Encyclopedia of Science 1/Nature 1.each £12.99 

Encyclopedia of Science 2. £27.99 

Encyclopedia of Space & Universe. £27.99 

History of the World. £22.99 

My First Amazing World Explorer. £22.99 

My First Incredible Amazing Dictionary. £22.99 

Photo Gallery Children, Wild Animals, Dinosaurs, iNSEas 

& Bugs, Flowers, Classic Cars, Cats, Birds.each £8.99 

Redshift 3. £22.99 

Stowaway. £12.99 

Ultimate Human Body 2. £27.99 

Virtual Realty Bird/Cat.each £12.99 

Virtual Reality Dinosaur Hunter. £22.99 

Way Things Work 2. £27.99 

World Atlas for Windows. £32.99 

Acacm GC5£ aud KS3 n$T for success 


each package can be customised to 

SUIT DIFFERENT LEVELS OF ABILITY AND 
ALLOW YOU TO SELEa THE APPROPRIATE 
EXAMINATION BOARD AND SYLLABUS. ALL 
ARE WRIHEN BY PRAaiSING TEACHERS. 

Our most highly recommended 

RANGE OF EDUCATION AIDS. 


GCSE Maths, Chemistry, Physics, Biology & 

Geography. each £17.99 

IKeystage 3 Maths, Science, Geography each £15.99 

§ SPECIAL MAY OFFER! 

BUY ANY 2, CHOOSE 
ANOTHER FREEH 

Fully cndorssd by Carol VordermanI 




^ £29.99 - ^ £28.99 : - £28.99 

DISMEY 

101 Dalmations/Hercules Storybook.each £28.99 

Aladdin Activity Centre.£29.99 

Hunchback of Notre Dame/Ion King Storybook....each £28.99 

Lion King Activity Centre.£30.99 

Magic Artist.£32.99 

Pocahontas/Toy Story/Winnie Pooh Storybook each £28.99 

BROOERBUND 



THE 10OUT OF 10RANGE 

is q highly-ocdaimed colieclion of inexpensive packages aligned to the 
notional curriculum which teaches solely through game-basM octivilies 
designed to stimulate vour children and interest them. 10/10 is the 
UK's leading supplier of softwore to schools. All CD Rom or 3.5" disk. 
Choose from Early Essentials [3-7 yrs), Junior Essentials 15-11), Maths 
Number (8-16), Maths Algebro [6-U), Moths English 6-16), French (6- 
15), German (6-16), Essential Science (5-12),. £9.99 EACH 


HOME & REFERENCE 



‘£(99;99^.4|i ! 

Microsoft 3D Movie Maker.£49.99 

Nickelodeon 3D Movie Maker.£49.99 

Ancient Lands.£29.99 

Art Gallery.£49.99 

Autoroute '98.£59.99 

Autoroute V5 UK & Ireland.£59.99 

Bookshelf '96.£49.99 

Cinemania '97 .£49.99, 

Creative Writer & Fine Artist.£59.99 

Dangerous Creatures.£29.99 

Dinosaurs.£29.99, 

Encarta World Atias '98.£49.99, 

Encarta'96. 

Encarta '98 Standard.£49.99 

Encarta '98 Deluxe.£79.99 

Greetings Workshop 2.£39.99, 

Money '98.£29.99. 

Oceans.£39.99, 

Office '95 Standard V7.£199.99 

Office '97 Pro.£499.99 

Plus (For Windows'95).£49.99, 

Plus for Kids.£19.99, 

Publisher V2 for Win 3.1.£99.99, 

Publisher '97 for Win '95.£99.99, 

Student Office '97.£99.99 

Student Publisher.£39.99 

Student Visual Basic/Visual C-I--I-E99. 
Student Win '95/Workstation£59.99 

Student Works.£39.99 

Windows'95.£99.99, 

Wine Guide.£49.99 

Works V4 + Money'97.£79,99, 

World of Flight.£29.99, 


OFFER 
£19.99 
£32.99 
£24.99 
£32.99 
£50.99 
£29.99 
..£39.99 
£18.99 
£28.99 
..£10.99 
£24.99 
£39.99 
£17.99 
..£39.99 
..£62.99 
£33.99 
£24.99 
£24.99 
.£69.99 
£199.99 
£35.99 
£17.99 
£29.99 
£84.99 
£119.99 
..£39.99 
,99 ...£119.99 
.£52.99 
.£39.99 
£73.99 
£10.99 
£32.99 
£12.99 


JBC Garden Designer 3.£19.99 

Bodyworks 6.£13.99 

Corel Draw 4.£16.99 

Encyclopaedia Britannica.£104.99 

Family Tree Maker V2.£16.99 

Flagtower Unexplained. £9.99 

InfopediaUK. £12.99 

Kai's Power Goo.£29.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of Great Britain.£13.99 

Oxford Interactive Encyclopaedia.£19.99 

Partition Magic V3.£42.99 

Redshift 3.£22.99 

World Atlas V6.£12.99 





£17.99 £15.99 £19.99' 

Arthur's Birthday Party/Dr Seuss ABC.each £17.99 

Green Eggs & Ham/Harry & the Haunted House.each £17.99 

Gregory & Hot Air Balloon.£16.99 

Just Grandma & Me.£17.99 

Kid Pix Studio.£23.99 

loGiCA.. Journey of the Zoombinis.£19.99 

Maths Workshop.£23.99 

Ruffs Bone.. £15.99 

Sheila Rae, the Brave/Toroise & The Hare.each £17.99 

MICROSOFT 

Creative Writer.£16.99 

.Creative Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist + Creative Writer Double Pack.£28.99 

Magic Schooisus ■ Dinosaurs, Oceans or Earth.EACH £24.99 
Magic Sckoolbus • Human Body or Solar SystemEACH £24.99 

Magic Schooibus Rainporest.£24.99 

OTHEIS 



£19.99 - 

Cleansweep '97.. 

First Aid '97 for Windows '95.. 

First Aid '98 for Windows '95. 

First Aid Deluxe '97 for Windows '95. £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

McAfee VirusScan V3 inc Quarterly Updates.£56.99 

McAfee Webscan V2. £24.99 

Norton Utilities V2. £22.99 

Nuts & Bolts. £37.99 

PC-CiLUN V3. £39.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 
Uninstaller 4.5. £29.99 



ADI Boo Read & Count 4-5/6-7yrs.£18.99 

AD! Engush & Maths 11-12/12-13/13-14/14-15..£19.99 
BBC Animals of Farthingwood/Noddy ..each £22.99 

BBC PiNGU.£20.99 

BBC Waluce & Grommit.£16.99 

Europress Games Factory.£26.99 

Europress GCSE Maths/Engush/Physics each £14.99 

Jump Ahead Toddlers.£17.99 

Jump Ahead Nursery. £22.99 

Muppets Treasure Island..... £19.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra). £17.99 

Print Artist V4 Photo.£21.99 

Simpson's Cartoon Studio...£24.99 

Studyworks Maths ages 1 4-f.£9.99 

Virtual Springfield.£18.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 


LANGUAGE 

Global Languages - Learn to speak French, 
German, Italian or Spanish through ustening, 
r*\ SPEAKING and WRITING. ThREE LEVELS ON EACH DISK • 

Beginner, Intermedwte and Advanced 

„ ^ „ ONLY £19.99Each 

Berutz Think & Talk Range 

French/German/Spanish/Italian or Japanese.Each £24,99 

Europbess Language Labs French, German or Spanish. Give your 

CHILD A head start WITH THESE FUN TO USE PACKAGES.£16.99 

Language Assistant (Transiator) Easily translates documents 
FROM or into French, German, Spanish or Itauan.Each £19.99 


0113 234 0444 

SALES HOTLINES (7 days a w.«k) 

0113 234 0999 

TECHNICAL SUPPORT (Moa - Sot) 

0113 234 0666 

CUSTOMER SERVICES (Mon ■ Fri, 9 - 6 } 

0113 234 0770 - Gameplay FAX 

email: GameplayUK@aol.com 


JOYSTICKS & PADS 


CH Fughtstick Pro Joystick.£49.99 

CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£77.99 

CH Pro Pedal.£77.99 

CH Force Feedback FX Joystick.£114.99 

CH Game Card.£25.99 

CH Gamestick Joystick.£21.99 

CH F-16 Fighter Stick.£94.99 

CH F-16 Combat Stick.£61.99 

CH Racing Wheel.£47.99 

CH Racing System.£82.99 

Gravis Grip 4 Way Adaptor & 2 Pads.£69.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Gamepad.£16.99 

Gravis Gamepad “Pro**.£24.99 

Saitek Megagrip 8 Joystick.£8.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM F-15E Raptor.£29.99 

SuNCOM G-Force Plus Yoke.£34.99 

SuNCOM FS Throttle.£89.99 


Sidewinder 'Precision* Pro . £46.99 

Sidewinder Force Feedback . £109.99 

Microsoft Sidewinder Gamepad . £24.99 



.. jputter cable with a difference! 
Compatible with Win '95 and DOS am) 
ALL X)YSTICXS/PADS, THE AIFA TWIN ALLOWS 2 
^£14.99^ DEVICES TO BE CONNECTED TO ONE JOYSTICK 
— PORT. Can BE DAISY-CHAJNED to allow up TO 

4 SIMULTANEOUS DEVICES. 7FT LONG LEAD. 


THRUSTMASTER PRODUCTS 

Thrustmaster T2 Steering Assembly 

Comes with Steering Wheel, Gearstick, Pedals + Grand Prix & 
Grand Prix 21! RRP £99.99 OUR PRICE £89.99 

Thrustmaster GPI Steering Wheel 
Bonus Pack - Now includes Network Q Rally, X Miles 
& Power F1 I! RRP £79.99 OUR PRICE £48.99 

Maximise performance & responsiveness with a 
Thrustmaster ACM Game Cord.£26.99 



H 


F-16 FLCS Joystick- Features Four 4-way hats, 

3 Buttons, Dual Stage Trigger & Paddle Switch. £109.99 

F-16 TQS Throhle - True Repuca of F-16 Throttle Quad-rant 
System. Features Targeting Cursor Control, Two Dials, 

Two 3 -position switches & 4-way radio switch. £109.99 

F-22 Joystick. £129.99 

X Fighter Joystick. £38.99 

RCS Rudder Control. £109.99 

Thrustmaster Mk2 Weapons Control. £89.99 

Top Gun Official Joystick - 4 Way Hat 
Switch, Weighted Base, 3 Beveled Buttons, 

Quick Action Trigger and Thrustmaster 
quality and durability! All for .. .£29.99 
Top Gun Joystick + Top Gun game (by 
Microprose). £38.99 




CONTROL ALLOWS YOU TO PLAY AND 
MASTER COMPLEX GAMES MORE EASILY. 

Simply touch the piqure to 

CONTROL THE GAMe! FuLLY 
programmable, 8 WAY THUMB PAD 
£39.99 





GRAPHICS CARDS 




THE WORLD S FIRST SD 

GRAPHICS CARP!! 

Featirin* the latest Power VR Arcase-level 

31 ACCELERATOR CRIP ANO A IIORTNINC FAST 
lltSIT 18 ORAPRICS CARP, TRE APOCALYPSE SI 
IS THE MOST POWERFOL ORAPRICS CARP 

availaileI Comes oohplep with Mech 
Warrior 2, Ultimate Race, Wipeout 2097. 
TOMI RAIPER ANP TeRRACIPE to OET YOO OOlNOi 

Apocalypse 5D 6MB RAM.£164.99 

Apocalypse 5D 8MB RAM.£189.99 

Apocalypse 3DX - Power VR 30 accelerator chip. 
Compatible with all DirectDRAW 20 sraphics carp: 
Apocalypse 3DX -l- 5 game demo CD .. .£64.99 
Apocalypse 3DX + 5 games listed above £94.99 


SOUNDCARDS 

Videologic Dolby Pro Logic 

TRUE 1 ^6-bit Soundcard. 

You probably have lots of games 
that support Dolby Pro Logic 
sound but did you know that your 
soundcard doesn't? The 
Videologic 128-bit soundcard is 
the first commercially available 
soundcard that supports this 
incredible audio technology and is 
less than half the cost of the next 
best card on the market!....£64.99 

SPEAKERS 

Surround Sound, 
Loudness Bass System, 
Full Range Tone 
Control, Power Supply. 

£37.99 



1, 




Fughtstick & Throttle Pack 

Inarguably the best bundle this 

Christmas! Excellent reviews 
from all magazines, every feature 
conceivable - CALL FOR MORE INFO 
£84.99 


Sits on oiw 
monitor, 25W 
Peak Power, 

Boss Booster. 

£12.99 

Mgxim Wggfgr 

300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speakers, Power 

Supply. £64.99 
FI SIM 
STEERING 
WHEEL 

Hand-stitched 
replica FI TO" 
steering wheel , 
self-centering and 
torque action. LED gear change indicator. 
Gear change functions on steering 
column, 2 programmable buttons. Steel 
pedals. £144.99 

FI Sim Compact - as per FI Sim but 
without LED display and with durable 
plastic pedals rather than steel £72.99 




, NEW Megapad MX632M 

8 BUnONS, individual turbo and auto¬ 
fire SEua, LED, Auto-caubrating, 15 Pin 
£14.99 


SaiTIKAtWA S TLiil ? 

4 MICROSWITCHED fire BUnONS with 
turbo-fire. Hat switch, seperate 
THROHLE lever, protein RUBBER GRIP 
£28.99 

Saitek X36F Programmable Fughtstick. £59.99 

Saitek X35F Throhle Rudder System. £39.99 


LOGIC 3 TOP GEAR 
STEERING WHEEL 

COMPLETE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAXE/ACCELERATOR/FIRE, ETC. 

Suitable for use with all driving games, eg Screamer 
Rally, Grand Prix 2, TOGA Touring Cars, FI, etc 

£49.99 PLUGS INTO ALL 
STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 

SPECIAL OFFER!! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 



Na/vie:.... 
Address: . 


out this order form and post to: 

GAMEPLAY, ENTERTAINMENT HOUSE, 
CROSS (HANCHJLOR STREET, LEE^ 

.Have you ordered before? Yes / No 


ITE/Vl DESCRIPTION 


Price 


Postcode:. 


Tel:. 


..Fax:. 



£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postage is FREE for all games shipped within the U.K. DC D 

Optional NEXT DAY DEUVERY available: £4.00 for 1 sl 

item plus £1.00 tor each subsequent Hem. T/%TAI 
Overseos postage - £2.50 per software item. 1 1 nL 

£ 

£ 


CashO Cheque n Postal Order □ CardO ||j| 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


Cheques payable to 'Gameplay'. 

Prices moy be subject to tluctuofion. E & OE 


UPC(6) 


SWITCH ONLY 


‘Please note that express cheque clearance does not apply to Building Society cheques. 


!J 

Sent to press 26/4/98 

























































































































































































































































































































































































































In the world of the god game, Civilization li is king. 

Bot that doesn’t mean there’s no room for another one... 





Advanced controls allow yoo to 
fine tune the prodoction of your 
different colony buildings 


eadlock II: Shrinewars, from 
Accolade is the sequel to a 
little-known but fairly well regarded 
turn-based strategy game which was 
released in 1996. If you have ever 
played games such as Sid Meier's 
Civilization, Populous, or any of the 
Sim City games, then you will 
understand the genre into which this 
game falls. 

The object of the exercise is to 
found a colony on a planet in a 
distant star cluster, and to take over 
the planet before any of the six 
other space-faring races can beat you 
to it. You must guide your colonists 
through the construction of many 
new settlements, tell them what 
structures to build, what science to 
research, how much tax to pay and 
how many children to have. In 
short, you have to play god to an 
entire race. 

Deja plus 

As sequels go, this one is a bit odd. 
In fact, it is not so much a sequel 
as it is a new interface for the old 
game. This is not in itself a bad 
thing, as the original Deadlock was 
quite absorbing to play. It is just 



that there are not enough 
improvements, or even minor 
differences to really justify the 
release of a sequel. There are some 
new animations and a bit more detail 
in the maps, but the overall 
appearance of the game is almost 
identical. The competing races are 
the same, with the same abilities. 

The way you play the game is 
identical in almost every way. The 
buildings you can make are mostly 
the same, and even look very similar. 
The allocation of workers to various 
tasks is the same, even the list of 
technological advances available for 
your scientists to research is exactly 
the same, with a handful of new 
additions. The only real difference in 



The new player interface can appear a bit cluttered at first, but nnce ynu get used tn it the game piays just as weii as it’s predecessnr 


gameplay between the two is the 
addition of the Shrines (which are 
really nothing more than an extra 
resource and a hook to hang the 
background story on) and the 
addition of a level editor. 

In fact, I would have to admit that I 
prefer the original game, for a number of 
reasons. The game interface in the new 
version is a lot more cluttered, whereas 
the old one had a clean, Windows-like 
appearance. I also found that the new 
game had a serious problem loading its 
animations, which resulted in long and 
alarming pauses where the game 
appeared to have crashed. 

Leader of tlie pack 

It is impossible to review a game like 
this without comparing it to others in 



stalwart Hood 
Population 4500/4500 


2004 
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its genre, especially since Deadlock II 
does attempt to cover much the same 
ground as Civilization. These type of 
games are invariably very complex, 
requiring the player to balance many 
different variables in order to ensure 
the continued growth of the colony. 

What makes or breaks the game is 
the intuitiveness of the interface; 
how easy it is to control the 
variables and how clearly one can 
observe the consequences of each 
action. It is all very well for a god to 
be omnipotent, but you need to be 
omniscient as well, or all the power 
in the world will be of no use to you. 
I have played both Deadlock II and 
Civilization II extensively, and I'm 
afraid it's no contest. 

The interface in Deadlock II is 
fairly good, but once things start to 
go wrong, you just don't have enough 
control over your population to put 
things right quickly. Also, a lack of 
any sort of colony overview means 
that if you get past about ten cities 
you have to spend all your time 
checking each city in turn to make 
sure that all your people are happy, 
which is incredibly annoying, as they 
can go into a state of civil unrest 
very quickly if you are not careful. 

Steam radio 

When it comes to the long term goals 
of your colony. Deadlock II simply 


doesn't involve you enough to stay 
interesting for long. The development 
of your colony proceeds in a very 
methodical, almost mechanical way. 


and there is none of the sense of 
exploration or discovery which you 
have with Civ II. You just end up with 
a series of almost identical looking 


cities, which for some unexplained 
reason all have to be the same size. I 
am also at a loss to understand the 
logic which would allow a race to 
colonise a planet orbiting a distant 
star without having the benefit of 
electronics, which you have to 
research when you get there. 

Perhaps the weakest part of the 
game is the handling of military 
matters. You can have wars, in fact 
you must in order to expand your 
colony into enemy territory, but you 
have a fairly limited amount of control 
over the actual conduct of the battles. 
War in Deadlock II is simply a matter 
of building a load of military units, 
setting them on the enemy, then 
watching the results on TV. 

In short then. Deadlock II offers 
only marginal improvements over its 
illustrious predecessor, and cannot 
really hope to compete with the likes 
of Civilization II. But for all that 
there's no doubting that it's a fairly 
absorbing little game and quite good 


fun to play for a while. However, that 
said, I personally will wait until 
Deadlock I is available as a budget 
release, and buy that instead. Cliff 



Perhaps the weakest part of the game 
is the handling nf military matters 



As with most god-games, researching new technology is a big part of the strategy, and can give you the edge you need tn defeat the other alien races 





Stake nut a plot on a strange new 
planet, and build, build, build! 


UlTII 

HATE INFO 


ELECTRONIC ARTS 

DEV£LCK£R 

ACCOLADE 

PMCE 

£39.99 

HUIASI 

OUT NOW 

1 WCBSITf 

www.accolade.com 

PLATQO 

1-7 


16MB 


P120 

QBftPHCS 

SVGA 


SB 16 


KEYS AND MOUSE 


Although not a bad game. 
Deadlock II is no real 
improvement over its 
predecessor and cannot 
hope to compete with the 
likes of Civilization II 


VERDICT 
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RE view 



Will this he more of o Bald Eagle thao a Strike Eagle? We soar throegh the seood harrier 
to fiod eot whether F-15 is the kiog ef the skies... 








The outside views of the planes 
are not that useful for flying 
purposes 



he F-15E first tasted combat 
during the Gulf War in 
January 1991. This barely operational 
unit was catapulted from shooting at 
rubber tanks and cardboard bunkers in 
the middle of the Arizona desert to 
spearheading the UN's lethal counter- 
strike against Iraq. Despite its 
impromptu baptism of fire, the USAF's 
new all-purpose tactical fighter was a 
resounding success. Target after 
target fell before its mighty load, and 
with an air-to-air combat score of 65- 


CAMP PAIN 


There are two campaigns to test your 
mettle, and they're both equally 
as difficult. 

Iran 

This hypothetical situation in 2002 
sounds strangely plausible. With the US 
Navy's presence in the Gulf at an all-time 
low. Middle Eastern forces, lead by Iran 
cut off the Straight of Hormuz by 
blanketing it with over 6000 mines. They 
then proceed to take control of the oil 
fields and launch an all-out 'Will of God' 
offensive against the trapped US Navy. 


0, it hasn't lost a dogfight yet... 

Bit of a jerk 

In contrast, its 'gamesake,' abysmally 
entitled F-15, has set itself up for a 
dogfight in which it will struggle to 
survive. This game (and remember, 
the actual F-15E is now eight-years- 
old) is vying for your attention 
alongside simulations such as Joint 
Strike Fighter and F-22 ADF. 
Graphically it can compete - with 


that's forgivable, especially as I 
probably see close-ups of the ground 
more often than I should... No. The 
graphics I can deal with, it's the 
gameplay that's lacking thrust here. 

For one thing there's a lot of 
jerking and stopping and starting. I'm 
currently playing this on a P200, 
which should be ample juice, but it 
seems F-15 will not have it. F-15's 
insistence on momentarily pausing 
the action when approaching a target 
to update the graphics is alarming. 

The fact that it always happens as 
you're about to drop a bomb, which in 
turn causes you to miss wildly and/or 
crash into the ground, is none too 
soothing either. 

There are other needless breaks in the 
action; one apparently useful key skips 
to the next action point. A good idea. 
Saves all that boring stuff in between 


There’s no denying the prnwess nf the F-15E, 
it hinws things up - and it dues it with style 


3Dfx enhancement, you'd expect 
nothing less. Oddly though, in some 
instances the ground texture doesn't 
appear to follow the same rules as 
the rest of the program code, but 


Iraq 

The Persian Gulf 1990. We all know 
how it started - some authoritarian 
fanatic in fancy dress, with a 'Village 
People' moustache, waltzes into a 
little country which happens to supply 
a fair amount of oil to America, 
decrees that it is the 19th State of 
Iraq and thinks he can get away with 
it. We all know how it's meant to 
finish, but what happens when you're 
in the cockpit of an F-15E? 


the action when nothing happens right? 
In theory yes. Ironically, you end up 
waiting just as long while this new 
action-packed 'world' is calculated. You 
may as well just activate accelerated 
time, at least then you can... er, look at 
the ground go by. Oh, you can forget 
autopilot too, I have absolutely no idea 
what those fly-by-wire experts at 
McDonnell Douglas were playing at back 
in the late eighties. I'd rather ride home 
on the back of a homing pigeon. 

War anybody? 

F-22 ADF definitely has the edge in 
terms of feel of the aircraft, although 
it has to be said that F-15 triumphs in 
the scenario department. There are 
two campaigns to throw yourself into: 
a hypothetical situation in Iran in 
2002 and the United Nations war with 
Iraq in 1991. The latter is especially 
atmospheric as you piece together 
what you remember from the actual 
conflict, with a fascinating stream of 
historical facts. Players can even 
choose from twelve real-life 
squadrons, each with different 
missions and roles to play. But best of 
all, when you're killed in combat, you 
don't actually die. All that happens is 
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HOW TO OOY 

AU 1.1!: 


Fancy having your own F-15 parked on 
your driveway? Well, there's never been 
a better time, because with the advent 




one squadron member ( 

is Lost, and you take on 
tLie part of another pilot. 

Slick. While we're on the 
subject of dying it / 
might be worth j 

mentioning the sound. J■ 

As well as some suitably / 

blood-curdling screams upon / 
impact with immovable \ 
objects, there's a fair 
selection of radio babbling and a nice 
variety of grunts as you teeter on the 
brink of consciousness during high G 
turns. Sadly, these groans also act as 
a pointed reminder of just how 
strained the gameplay can be. 

It is a shame, because everything 
else is fairly polished: the mission 
editor is one of the easiest and most 
comprehensive I've used; the stand¬ 
alone missions are well thought out 
and involving; the presentation is 
pure EA, and the multiplayer options 
include an eight pilot LAN/Internet 
showdown and two player serial link¬ 
up. In fact, the only other downside 
is a limp training section that skips 
on detail, which, when you fail a 
test, even has the insolence to ask 
the player to re-select and wait for 
the mission to reload. And believe me 
it's far from quick... 


JANE'S COMBAT 


www.janes.ea.com 


Where eagles dare 

There's no denying the prowess of the 
F-15E, it blows things up - and it does 
it with style - but do we need another 
simulation of this aircraft? I think not. 
This plane is now eight-years-old, and 
it's been simulated before. Microprose 
gave us F-15 Strike Eagle and a sequel 
to boot, and there are others besides. 
So shouldn't Jane's, supreme flight sim 
architects that they are, be putting 
their energy into something a little 
more, well... contemporary? Maybe 
there's no more planes to simulate. If 
not, then why not come up with an 
original idea instead? There must be 
some kind of futuristic, fictional, 
shoot-'em-up/flight game that can be 
drawn out of those polygon producing 
playboys. So come on Jane - use your 
brain... Keith 


SB+1007o 


JOYSTICK 


Whilst atmospheric and 
well presented, F-15 
doesn't achieve the same 
level of excellence as 
rivals, F-22 ADF and Joint 
Strike Fighter 


BuHding the Uitmafe PC 


01392 420100 


benifits from the wide variety of plaoes also taking the skies throughout the many missions. The good thing is you don’t actually die in combat! 


of brand new aircraft like the F-22, the 
US Air Force are flogging the trusty F- 
15 for the bargain price of just $35 
million each. Alternatively you can bulk 
buy 21 of them for just $2000 million. 
That way, you and your mates can have 
a bit of a dogfight. Interested? Call 
010 555-650-650. Don't delay, buy 
your F-15 today! 
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RE view 


Dark Rift 


At last there seems to be more 3D beat-’em-ups coming onto the PC. 

We have seen fighting Fnrce and l8St Brnnx do the business, now it is the turn of Dark Rift. 
Wiii it become the new ieader in an under-popuiated genre? 



As you can see, the introduction sequence 
reaffirms the fact that storylines in 
fighting games are not important 



f you're after some straight¬ 
forward combat action of the 
type you find so often on other games 
platforms like the N64 and PlayStation, 
then you'll agree that it is about time 
that we saw some more games like Dark 
Rift. Unfortunately the game is pretty 
much a straight port from the N64 
version, and bearing in mind that it 
doesn't support the main 3D accelerator 
card, 3DFX Voodoo, the graphics may 
not live up to that of the console. 

Hattie for the future 

As far as options go, you can either play 
through a tournament, which is just head 
to head action against progressively 
harder opponents, or you can attempt 
head to head combat with a friend. 

The story isn't that important in 
these types of games, all you need to 
know is that you can choose which alien 
bloke or scantily clad woman you want 
to be. Each character has his or her own 
moves, but don't get too excited, they 
are all quite standard - lunges, punches 
and kicks generally - but the action 
doesn't seem quick enough to pull off 
great combinations. In fact there only 
seems to be about six combos for each 
character and around six special moves. 

last Hrnnx 

When comparing the levels of 3D between 
Fighting Force, Last Bronx and Dark Rift, 
Dark Rift comes second. Fighting Force has 
so much variety and movement in the 
playing environment making it much more 
interesting to play through. On the other 
hand though. Dark Rift gives you some 
variety and plenty of scope to move 
around your opponent, but benefits from 
the majority of the gameplay being 






focused in one place. Fighting Force is 
more of an arcade combat adventure 
where you have to concentrate on more 
than one opponent at a time. So I reckon 
if you want head to head battling your 
mates action, then Dark Rift is better. 

Last Bronx is admittedly less 3D than 
Dark Rift - you can't strafe around your 
opponent so that limits things a little - 
but at the end of the day Sega's Last 
Bronx is a better game. It's got 
the cool Japanese styling, 
faster gameplay, more 
exciting moves (forty 
spedal moves), and 
prettier backgrounds, 
putting it on top of 
the PC beat-'em-up 
pile. But at the end of 
the day, both Dark Rift 
and Last Bronx are still 
wimpy compared to 
Tekken 3 on the 
PlayStation. David 
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Hiptily accurate physics model 
sirnulates realistic movement over 
rough,; muddy and frozen terrain, 
weapons recoil and performance 

Graphics that pack the punch of a 
Panther: Includes fantastic 3D 
rendering with texture mapping, 
directional lighting and fog effects 

Over 24 driveable tank types 
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Burgess Hill, West Sussex RH15 9TQ 

Tel; 01444 246333 Fax: 01444 248996 
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Now for something completely different. Tentler laving Care is probably the first psycholOQical 
conundrum to be released as a game. It has a ‘thrilling’ story, but is it what gamers are interested in? 




The TAT, or Thematic 
Apperception Test was 
invented in the mid-thirties 
by Morgan and Murray. It was 
supposed to be a method for 
investigating fantasy by 
eliciting story instructions 
from patients. Basically the 
patient is shown a picture 
and is asked to tell a story 
based on what he or she 
sees. It is said that this gives 
more of a detailed answer 
from the patient, but at the 
end of the day the viewer 
still only chooses from about 
six different answers, which 
must consequently limit the 
number of results slightly. 




ender Loving Care is an 
I interactive film/drama 
about a young American couple who 
lose their daughter in a car accident. 
Of the two, the husband (Michael) 
seems to be coping with the accident 
better than his wife (Allison). The 
game starts as Michael arranges for a 
psychiatric nurse (Kathryn) to move 
in and provide therapy for Allison, 
who believes that her daughter is 
still alive. Michael, after initially 
being struck by the nurse's youthful 
appearance, soon becomes annoyed 
with the way Kathryn is handling the 
situation. This is where everything 
starts getting juicy. 



Okay, so the story is there along with 
an interesting relationship between three 
people involving love, loss and lust (not 
necessarily in that order), but where does 
the player come into all of this? Well, 
when you begin the game after the drawn 
out intro, you are greeted by John Hurt, 
who introduces you to the story and your 




part in it. Along with watching the 
events as they unfold, you must answer 
questions on a number of subjects. These 
have an effect on the way the story 
progresses and the eventual ending; there 
are five different conclusions, so at least 
you can play the game a few times to get 
the most out of your money. Saying that 
however, if you are being truthful all the 
time and you are consistent with your 
answers, in theory the story should be 
the same each time you play. To get a 
different ending you would need to get 
someone else to answer the Thematic 
Apperception Tests (TATs). 

Tit for TAT 

These TATs also provide what they call 
'profiles' of the viewer which amount to 
about six assumptions of your psyche and a 
few suggestions for therapy. For example, 
mine suggested I needed to see someone 
about my back and to eat less fat! At the 
end of the day it is all down to whether 
you actually believe that a couple of 
questions, however pertinent, can pin 
down your whole being. Personally, my 
nature changes on a regular basis, 
depending which side of the bed I got out 
on any particular day, so it all seemed a bit 
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Like gibberish. If you believe in that sort of 
stuff though. Tender Loving Care could be 
guite convincing, at least more so than 
those horoscopes in the daily papers! 

The Beast Within 

Visually the game looks most Like Gabriel 
Knight: The Beast Within or Trilobyte's, The 
11th Hour, mainly because of the 
predominance of video sequences to tell 
the story. The trouble is though, they are 
not that great quality (apparently it will 
be out on DVD as well) and though they 
are well directed they do become a strain 
on the eyes after watching for long 
periods. Also the movement around the 
main setting for the story, the couple's 
house, is rather poor. You do have a map 


which helps, but it is difficult to know 
where you are within a room as you can't 
move around freely. During the game you 
do get a chance to wander around and 
have a closer look at a few of the objects, 
books and photos in the house to give you 
a better clue as to what is going on, but 
you haven't got an inventory or anything 





so you will just have to remember 
everything. If fact you are more of a 
voyeur than a participant, and for that 
reason it is more of a film than a game 
and thus doesn't warrant a price of at 
least five times that of buying a video. 

This game is definitely for adults. With 
an 18 certificate, due to the high level of 
nudity and talk of sex and lesbianism. 
Tender Loving Care is meant to be quite a 
private game. It requires honest answers 
and I guess the questions need to be 
frank to get the results it's after. It is also 
a good ploy to be slightly controversial. 

As a psychological thriller this 
game will only really appeal to adults 
who are interested in such dramas; it 
simply panders to people's obsession 
with their own mental health. They say 
it is only a bit of fun, so you shouldn't 
take the game seriously at all then? 
What is the point? David 




Admittedly not the most detailed 
of maps, but it does the job 


UlTII 

MATE INFO 

1»UBLISHER 

FUNSOFT 

OEVELOPER 

AFTERMATH 

PRICE 

£34.99 

RELEASE 

OUT NOW 

WEB SITE 

n/a 

PLAYERS 

ONE 

MEMORY 

SMB 

PROCESSOR 

P120 

GRAPHICS 

LOCAL BUS VID CARD 

SOUND 

SB + 100%C 

CONTROLS 

MOUSE 

Will appeal to 
lonely, sexually- 
frustrated adults, 
who're bored with 
just watching TV 


VERDICT 
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nickname is 


EXPLOSIVE 


MUST BUY 


After Lara Graft, who is the feaiest hahe In coaiputer games? Well, the 
gorgeous Nicki and her friends are baek for more platform adventure fun! 


exciting 360 degree angles, secret 
treasures and power-ups as well as a 
range of unusual enemies, intriguing 
weapons and even shape-changing 
abilities. What's more, Nikki had 
'megababe' written all over, with 
curves that threatened to out-raunch 
Lara Croft. 

Hard to see how that formula 
could be bettered with the sequel, 
but the answer was simple: make it 
3Dfx dependent and throw in a whole 
host of new abilities, backgrounds, 
weapons and enemies. It's now the 
Year of the Cheese, and the Comet of 
Infinite Possibilities is passing over 
the skies of Lyr. 

Comet Gain 

Rumour has it that a force of 
unimaginable magic is contained at 
the heart of the comet, and whoever 
captures it will possess virtually 
unlimited power. Our intrepid 
adventurers set off in pursuit, aware 
that the Goon Queen, Zorrscha has 
the very same goal in mind... 

The first change you notice from 
the original game is that it's 
impossible to play without a 3Dfx 
card, which means if you haven't 


protagonists 
have to be 
some of the 
wackiest game 
heroes ever. 
Fergus is a 
confirmed 
pyromaniac 
whose 


Heatseeker and p 

whose role ' f 

model is the i 

inventor of • 1 

napalm. His ^ 

main hobby is 
hurling Sid or a fireball 
into someone's dental 
work, and his motto is 
"Throw another gimp on 
the barbee." 


Nikki, meanwhile, is 
known as Red Death, has 
Tina Turner as her 
absolute icon, and is 
obsessed with spells, 
acrobatics, juggling 
gerbils and chainsaws. 

She loves joyriding on 
hot-wired rockets, loathes 
Queen Zorrscha for trying 
to be more of a babe than 
her, and the last book she 
read was 'Peace Through 
Superior Firepower.' 


Sid is supposed to be the 
lost soul of an ancient 
warrior, but his best 
weapon is his scorching wit. 


any inclination to innovation, but 
they were thin on the ground in a 
much-devalued genre. 

Then Crystal Dynamics devised 
the madcap Pandemonium, and 
suddenly the realisation hit 
that you could have a 
platform game that combined 
fast action, stunning graphics 
and wild humour. We were catapulted 
into the surreal world of Lyr, following 
the fortunes of out-to-lunch jester, 
Fargus, his eccentric stick-puppet, Sid 
and high-wire wannabe sorceress, 
Nikki. Stealing a book of magic, the 
bizarre trio unwittingly unleashed an 
earth-eating monster and then try 
their best to repair the damage. 

Apart from the beautifully 
rendered locations, the game had 


et's face it, platform games 
have tended to be seen as 
the staple fodder of consoles and 
from the lower end of the spectrum 
at that. There have been a few 
notable exceptions {Sonic, Earthworm 
Jim, and Crash Bandicoot spring 
instantly to mind) that have shown 


If you had ever wondered why Nicki never seems to wear many cinthes, it’s because she keeps losing at strip poker. Fargus seems happy enough though 
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rushed out and bought your Voodoo 
or PowerVR enhancer, then you will 
seriously miss out. These mind- 
boggling textured worlds are a joy to 
behold, and with freewheeling 3D 
camera angles from above, below and 


different coloured coins can be 
collected to provide you with another 
Happy Face. 

The range of landscapes is truly 
awesome, from the chilling opening 
Ice Prison with its snow chutes and 


It’s now the Year of the Cheese, and the Comet of 
Infinite Possihiiities is passing over the skies of Lyr 


all points west, this is the visual 
feast that platforms have always 
promised but never managed to 
deliver. The opening cut scene gives 
you a taster of what's in store; the 
multi-coloured streaming comet, the 
tree rebels racing down a forest path, 
and Sid dispatching some unfortunate 
Goons who stepped in their path. 

Sid lives! 

The characters also have new moves - 
shooting, rope-climbing, swimming, 
and edge-grabbing (shades of Lara 
again), and Fargus can now use Sid 
for attacks. He acts as a boomerang, 
exploding his opponents before 
returning to Fargus' sweaty paw. 

When the mad jester becomes really 
worked up he can turn himself into a 
fireball and torch his enemies to a 
crisp. The other fun addition is 
Pump-a-Sid, where Fargus attaches 
Sid to a Goon, uses him to pump up 
the beast to monster size, then pops 
their goo all over the landscape. 
Fargus also has a Spin Attack to ram 
into enemies without suffering any 
damage himself. 

By contrast, Nikki reprises her 
double-jump capacity but has also 
acquired an impressive range of new 
projectile magic weapons. Once she's 
collected a power-up she can then 
hurl a Super Fireball or sizzle her 
attacker with a blazing Lightning 
Jab. You can progress to hard-to- 
reach areas by bouncing off 
opponents or hitching a ride on 
airborne creatures. 

Hey, Hippy Fin... 

Hit Points are gathered in the same 
way as Sonic's rings and Heart Rings 
replace the Hit Points you've lost in 
combat. Keys are salvageable to open 
locked areas and overcome certain 
impassable barriers. Extra lives come 
in the shape of Happy Faces, and 


towering mountains, to the caverns of 
the Oyster Destroyer, where you have 
to bound precariously from bubble to 
bubble and teeter on minuscule 
islands. There's also a special flying 
level that takes Mech Warriors as its 
inspiration, where Nikki, Fargus and 
Sid have to dodge mines down a 
winding tunnel and avoid the 
backblast from exploding missiles. 

Freaky giants include the Egg Man, 
who you have to overcome before his 
pudgy hands crunch you to a pulp, 
and the final confrontation with 
Queen Zorrscha transforms her into a 


giant malevolent Buddha, fire¬ 
breathing deadly crystals. My other 
favourite is the Hate Tank, which you 
initially have to stay one leap ahead 
of as its rolling spikes threaten to 
tear you limb from limb, and then you 
have the chance to turn the tables by 
commandeering your own blaster and 
pulverising it into scrap metal. 

The pounding soundtrack keeps the 
tension high without being irritating 
and the ongoing humour brings 
welcome respite from the frustration of 
having to restart the level after the 
third kill. Passwords are provided after 
the completion of each level to save 
you beginning again from scratch, and 
the sheer beauty of the visuals will 
make this a regular addiction. Martyn 


Everybody sing along: 1’m a 
Firestarter, twisted Firestarter...’ 
Fargos, the ideal barbecoe guest 
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Take two of the most 
instantly addictive genres 
around, a couple of the 
cutest characters ever to 
grace a video game, add an 
ultra>affordable under-a- 
tenner asking price, and 
whaddya get? Puzzle Bobble. 
that's what! Bub and Bob, 
stars of legendary 
platformers Bubble Bobble 
and Rainbow Islands, take 
the lead roles in this 
fiendishly engaging hybrid 
of Tetris and Connect 4. 
Worryingly compulsive by 
yourself, even more so with 
a friend. A true classic of the 
genre, if a little simplistic 
and still slightly overpriced, 
but well worth a look if 
you're into this sort of game. 


H odemasters have decided to re- 
[BLi iJK release both Pete Sampras Tennis 
and Jonah Lomu Rugby in their Classics 
series. It is rare to see a rugby game in the 
first place, so one that comes along as a 
budget title seems like a great deal for fans 
of the sport. The action in Jonah Lomu is 
incredibly realistic. The tackles are smooth 
and easy to perform, in fact most of the 
game is user friendly. Commentary comes 
from Bill Beaumont and Bill Mclearn, which 
does add an extra level of realism. 

As you play through the game's various 
playing modes (Friendly, Tournament, 

World Cup, Territories Cup and Classic 
Match) you soon realise how diverse the 
game is, with the varying weather 
conditions affecting play - rain and wind 
being the most important. The game on 
the whole looks a bit messy when playing 
though. You never really know which 
player has the ball on some occasions, and 
it is difficult to maintain control and stay 
in play as the game is quite fast. However, 
saying that though, because there are no 
goalies it is not too hard to score and the 
conversions are fun too. 

This is definitely worth buying if you 
are keen on either rugby or Jonah 
Lomu, but don't bother if you aren't, n 
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If anything it is the track design 
that wins over. Good lighting effects 
and excellent 3D scenery make for 
interesting driving, even if the detail is 
not quite there. Speed through the 
tracks of England, Egypt and California - 
not specific real tracks, but ones made 
up of features akin to each locations. 
It's fun, the price is right and it will 
work on a low spec machine, so it will 
appeal to some of you. i i 


H |P|^oking at this game now it 
ll^Hn^doesn't seem quite as good 
as we once thought. Back when it 
was released the graphics and the 
overall engine were second to none. 
This was obviously the days when 
there was no graphics acceleration, 
so at the time this was great. 
However, Screamer 2 suffers in today's 
climate from heavy pixelation, even 
if the actual speed of the car is 
awesome. There are four teams you 
can drive for: The Angels, Wasps, Zeus 
and the Condor team, giving you a 
good selection of cars. Time attack 
and championship give the game a 
good deal of variety. As you pass 
through the championships new 
tracks become available. 


The Broken Sword series is 
fast becoming one of the 
most well known and loved 
adventures available for the 
PC. This, the first part in 
the series (of two) sees the 
intrepid adventurer, George 
Stobbart embark on a 
voyage around the globe in 
search of the secrets 
behind the Templar 
Knights. Broken Sword is 
true point and click 
adventuring in stylish 
cartoon style. Players get to 
solve puzzles, speak to the 
many characters and visit 
around seventy locations. 
The graphics and storyline 
still hold up as being up 
with the best in the genre, 
even though Broken Sword 
II is now available. Well 
worth getting hold of. 


The car screams hut the graphics are not as fast 


I I ne of last year's biggest online 
hits has recently been 
revamped with the release of the Nitro 
Pack. However, if you missed out on 
this Mad Max-inspired post-apocalyptic 
road blaster first time around and can't 
find it within your wallet to fork out 30 
notes for the Nitro Edition, you could 
do a lot worse than check this out: the 
original package for just £10. 

For the uneducated, the single player 
game involves choosing a vehicle from 
an extensive collection (including 
dragsters, buses, trucks, buggies and 
muscle cars), customising it with a user- 
selectable array of guns, rocket 
launchers, etc. and taking on a series of 
missions against various undesirables. 
Alternatively you can go online and get 
some series deathmatch action going on. 

With its stylish 70s look and vibe. 
Interstate has gained something of a cult 


following and ’ 

the release of the 

Nitro Pock shows that this 

is as strong as ever. At its 

new budget price that 

following is set to grow even 

more, but it gets better. The 

Nitro Pack offers 3DFX acceleration 

and new missions. However, you can 

download a patch from the Activision Web 

site giving the same acceleration options 

for free, making this even better value. 

Even in its accelerated form. Interstate 
76 isn't the most sophisticated looking of 
games, so if you're looking for something 
to show off your new 3DFX-equipped P233, 
don't bother. If not then don't be put off 
by the decidedly average single player 
game as the multiplayer online and 
network options are excellent. Groovy! iJ! 


Pttiriistier: Virgin [Wnite Label] 
Price: fi9J8 
Ptaiers: Bne 
VFM: 6€Ee 


Tbe variety of landscapes and vehicles gives a great deal of visual variety to the easily hored player 
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games and printer reviews are Just a few nf the tnpics 
upnn in this mnnth’s seiectinn nf ietters. 


Official Approval 

EJust a quick letter to commend you on a 
excellent review of Semper Fi. As a member of the 
United States Marine Corps I was glad to see a 
program come out that has the flavour of the Marine 
combat mission. Just for your information. Semper Fi 
is short for 'Semper Fidelis' which is the United States 
Marine Motto - 'Always Faithful, to God, country, and 
corps' Keep up the good work! Semper Fi! 

Jason Kanakis, Staff Sergeant, 

United States Marine Corps 


Most games that you bless with a score of 
over 807o won't work with my machine (e.g. 
Quake 2, \Norms 2, etc.), but every so often one 
does. You reviewed GTA and gave away the demo 
of it. It's a blinding game and so I purchased it. 
Now, whilst on the subject of games and going 
blind, you reviewed Lula - A Sexy Empire, which 
seems to meet my systems requirements and was 
blessed by you with a very good score. 

This brings me to the conclusion of my letter. 
Will there be a demo of Lulal 
R Green, Kent 


Having talked to Take 2 Interactive about the 
possibility of a demo, it seems it is unlikely due 
to the fact the game was rated as an 18 
certificate. Although Grand Theft Auto was also 
an 18 certificate, BMG had a special demo 
created which was available to everyone and 
was, therefore, suitable for covermounting. Take 
2 believe that it would be impossible to do a 
demo of the game that would be anything but 
18 rated and as we cannot control who has 
access to the Ultimate CD it would be impossible 
for us to include it. Sorry! 


I 
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Too expensive 


■t seems to me that there is something of 
an incongruity about your Penultimate letters 
and magazine content. Many, after praising your 
magazine refer to its low cost. The games 
reviewed seem not only quite expensive but also 
many have high spec required such as P166 and 
3DFX cards. It seems reasonable that a magazine 
with the title of Ultimate would be about the 
latest software and ultimate experiences to be 
had, but if the readership comments do point 
towards a low-cost magazine appreciation, 
might they not also infer that games reviews of 
lower prices and for less powerful machines 
might also be useful. I'm pretty sure that not all 
of your readers continuously upgrade their 
machines or instantly replace them with the 
very latest models. 

I would also have thought that taking part 
in long Internet games would be quite costly 
since stopping playing presumably terminates 


AWIIIHyil 


1 

that player from winning. I also wonder who has 
the use of LANs for gaming except those at work 
and why would workers be playing computer 
games and indeed when. Perhaps in your reviews 
of multiplayer games, you could do an article 
explaining something of whether LAN clubs exist 
or costs of taking in Internet games? 

I also found your review of printers a little 
away from gaming topics. Reviews of gamepads, 
wheels, mice, joysticks would be useful as was 
your review of accelerator cards. The need for 
printers is surely minimal and printers under say 
£150 would be more usefully reviewed than 
£500. 

Joe Beard, Tyne & Wear 

Although the aim with Ultimate PC was always 
to keep the magazine price as low as possible, it 
was never intended that it would only 
accommodate low-end PC gamers. The idea with 
the low price is to try and ensure that the 
magazine is affordable for everyone, rather than 
a way of marketing it to those with low-end PCs. 
To be perfectly honest with you, if we were to 
only review games that run on low-end PCs, we'd 
probably only have two full priced reviews each 
month! It's a fact of PC gaming that developers 
want to be producing games that are at the 
cutting-edge and hence these gomes are always 
going to need top-of-the-range PCs to run them 
satisfactorily. Saying that, we appreciate that lot 
of people cannot afford to relentlessly updating 
their hardware which is why we have a 

comprehensive budget reviews section. 
As for your point about the printer 
reviews, we have already printed a 
letter from someone saying much the 
same thing - and we agree. In 
hindsight reviews of printers costing 
in excess of £500 was probably not 
the best of ideas and we are looking in 
to doing a round-up of printers costing 
considerably less. 


pWI^lus 


■■ laving teamed up with Microprose, we're 
offering a copy of the delectable Worms 2 for the 
writer of each month's Star Letter. Worms 2 was 
reviewed in issue 3, and thanks to its improved 
graphics, superb gameplay and riotous 
multiplayer mode, scored a well 
deserved 92%. For the authors of 
the other letters printed each month 
there's a free title from Microprose's 
PowerPlus range. 

Please remember to send your 
address whenever you write in so that 
we can ensure that those who have a 
letter printed receive their free game. 


Thanks for setting us straight about the motto 
Jason and we're glad you liked the review. 
Although none of us here at UPC have a 
background in the military, most of us ore keen 
on our worgomes and always try to do a bit of 
research into the period, or type of warfare in 
guestion. Hopefully, you can then appreciate this 
in our authoritative and detailed reviews. 


King Kong 


Jhe main reason for my letter is due to my 
computer's compatibility with games (or lack of 
it). My PC is a P60 (I know, I know, I could 
probably pedal faster than that) and there isn't 
much choice out there games wise. So I rely 
heavily on reviews to steer me right (as there is 
nothing more annoying than 
forking out 45 quid on the 
biggest pile of 
steaming poo since 
King Kong's last 
curry night), and 
demos, so that 
I can see if it is 
compatible with 
my machine. 


H, 


I 


























PC Zone 


to master 


Another game 


asingly insane 




to get the goof/ 


Available 
April '98 


Available 
Summer ’98 
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ONime 



ast month I reported on 
how Activision's Battleztme 
was proving pretty popular in 
the office. Don't get me 
wrong, we're still indulging in 
the game to an extent, but 
once again when it's time to 
go home, it's a battle for an 
UinMATE PC computer for a 
couple of hours on Quake U. 

Is this ever going to stop? All 
of this is due to the 
(unfortunate) discovery of 
new patches, models, skins 
and levels which can be added 
to the game to spice it up. 
Now we have Cliff racing 
around as a Fairy (nothing 
new there), Jon enjoys 
blasting people as a Oarlek, 
and for myself. Fat Cartman 
from South Park is a cool 
option. V\te've also created our 
own levels using Deathmatch 
Maker II, downloaded 
patches to enhance the 
multiplayer side and even 
played a game of Paintball to 
substitute virtual death for 
something which actually 
causes pain. Ridiculous! 

Anyway, I thought all of 
this should be shared with 
you, and so this month's 
feature gives you details on 
how to get hold of these 
updates. Tve also put 
Forsaken and Underlight to 
the test, plus a few Web sites 
get the UPC treatment 

As always. I'm happy to 
answer any questions you 
have about multiplayer 
gaming, or if you have any 
comments you'd like to 
raise, email me and we'll 
get it in the magazine. 


You may have played Quake 2 over the Internet, but there's a lot more that can be added to 
it to make the game even more enjoyable. Do you fancy roaming around new deathmatch 
levels as a Darlek? Well it's all possible and we reveal how. 


112 REVIEWS/PREVIEWS 


Two games get the treatment this month. For first-person shoot-'em-up fans we take a loc^ 
at the excellent Forsaken and for the more peaceful of you, we evaluate Underlight. \ 


114 CVRERSPACE 


We surf the waves of the World Wide Web with a look at even more PC gaming home pages. 
Sites reviewed this issue include Yahoo! Games and EB World. 


I here's certainly rivalry when it 

" comes to multiplayer gaming 

over the Internet, but according to 
news from the Professional Gamers 
League (www.pgl.com), some Quake 
players have been using what they 
call 'steroids' to enhance their 
performance when playing the game 
over the Internet. 

Don't worry though, the 'steroids' 
came in the form of a patch which 
assists in the aiming of weapons. 
Fortunately it was just a few 
contestants who were caught using the 
patch, and they were consequently 
asked to leave due 
to their unfair 
advantage over 

other, non-drug \ 

using players! ^ BSKB 

Hopefully people 

won't resort to . 

using real steroids ' iUKm 

to enhance M 

their gameplay! ■ 


that the 

community was made up 
of just a few hundred 

if |||||||||[[||||||||| 

you did, you were sadly ^ 

mistaken. Mplayer 

now has more than HL. 

that's one the ^ 

on the ■.,'*** 

Internet. If there's a PC 

game which has a multiplayer option, Mplayer is bound to support it - and there's no 
lack of people to play against. Once you've downloaded the Mplayer software and 
signed up, it's simple as that. To play some games, you require the full boxed version, 
but demos and free downloadable titles are also supported. ■ 


Enjoy... 

Simon Lovell 
simon@rapide.co.uk 
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Here are just a few of the 
skins and models that can 
be found to add to the 
existing ones which arrive 
with the full boxed copy of 
Quake II. At the end of the 
day they're original! 

Some of them even 
come with their own 
sound effects. For example, 
the Darlek shouts out 
"Exterminate!" on the odd 
occasion. Unfortunately 
the fluffy white sheep 
doesn't go "Baaaaah!" 


Model 


most people with an interest 
in online gaming will know, 
Quake II is currently the most popular 
game around, attracting hundreds of 
people every day to indulge in mass 
deathmatch (DM) games. However, 
despite it being very addictive, it's still 
always nice to experiment with new 
features, and Quake II has followed in a 
similar way to that of its predecessor. 

Unfortunately the boxed copy of the 
game doesn't include any dedicated 
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' The Japanese Garden, 

; http://gamestrike. 

; com/q2map/, is a great 
multiplayer level. There are 
also plenty more 
deathmatch levels which 
have been created by 
dedicated fans of the game. 





deathmatch levels, but now, thanks to a 
few packages available, fans of the 
game can now create their own. 

DeathMatch Maker II (reviewed last 
issue - UbiSoft £14.99) is the latest 
package, and it gives fans of the game 
the chance to put together their own 
deathmatch levels from scratch. That's 
right, you can choose where the walls 
go, which guns you can pick up, all the 
power-ups, starting points and so forth. 

Once you've got the knack of creating 
levels there's no end to the possibilities. 

Selected home pages also allow you 
to download new levels and sites are 
frequently kept updated for users to 
expand their catalogue of battlefields. 

A great site worth visiting offers a 
vast collection of Quake II links and can 
be found at wvyw.gametemple.com 




/quake2/toplOO.htm. Here you can sift 
through to find out about news on the 
game, but more importantly, there are 
plenty of downloads which can improve 
your multiplayer games. You should note 
though that even though you may have 
a new level in your Quake II folder, if 



other players don't, they won't be able 
to play it. 

Quite a recent level we've discovered 
here in the Ultimate PC office is called 
Japanese Garden. As the name suggests, 
it's very Japanese and is a great 
multiplayer level. 
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to spice up deathmatches at the click of a mouse 












Hedgehog, and a selection of sheep are just 
some of the characters on offer. 

Possibly the best site weVe found 
for the widest selection of skins is 
called 'Quake II Skins Central.' It can be 
found at http://skincentral.gamesnet 
.com/ and due to the amount of skins 
and models available, directories have 
been set up to divide everything up. 

Once you've downloaded a new skin 
or level, you need to put these new files 
into the relevant folder in your Quake II 
directory. Both map and character folders 
can be found in the 'baseqZ' folder. ■ 


'V'* 




This level and loads more can be 
discovered at http://gamestrike. 
com/q2map/. 

Skin up 

As well as maps, another very popular 
option with players are new skins and 
models. Normal male and female skins 
are available when you buy they game, but 
they're nothing like what's available on the 
Internet - play as Lara Croft, Spiderman, 
the Men In Black or even Santa. Or if that's 
not bizarre enough for you, new models can 
be downloaded; Darleks, Sonic the 


The myriad of skins on the Net allow playeri 






This month we take a look at two great new moltiplayer games - one for die-hard 
shoot-’em-up fans, and the other for those who Jost like a spot of role-play... 










So, you thought you could handle 
the game in single player mode? 


A fantastic 
multiplayer 
game 
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FORSAKEN 


I f you have read our review of Probe 

■ Entertainment's stonking new game. Forsaken, or 
better yet if you played the demo version of the game 
which we gave away with the last issue of Ultimate PC, you 
will already know what an amazing game it is, and why we 
gave it a mighty 95% score. As a single player game it 
represents a quantum leap forwards in game engine 
technology, but that's not all, oh no! 

One of the things which make this the highest-scoring 
game ever are the awesome multiplayer options. There are 
at least ten special multiplayer levels to be found in the 
game, with more to become available later in the year, 
probably downloadable over the Internet. Playing over a 
local network or the Internet, you can join in either a 
straightforward kill-or-be-killed deathmatch using any of 
the bikes available from the single player game, a capture- 
the-flag tournament with up to four teams competing, a 
great game called 'Bomb Tag', where you have to pass on a 
timed limpet mine to any other player before it explodes, or 
a bounty hunt, where whoever has the target is 'it', and is 
fair game for all the other players. 

The special multiplayer levels are designed to expand or 
contract to accommodate the number of players taking 
part. If new players join in then doors previously locked 
will activate, opening new areas to make the level larger. 
Another great feature is that if the server hosting the 
game quits, then the game automatically transfers the host 
to another machine on the network without interrupting 
play. Along with the planned new multiplayer levels 
available soon, there will also be a do-it-yourself level 


editor and possibly new bikes, characters 
and weapons. The developers are 
hoping to set up a server where up to « 
250 people can play online at once. 1 
Complete carnage! 

Obviously, the success of 
any online multiplayer game 
depends on how many 
people are playing it. At j 

the moment Quake II is the 
undisputed king of the online 
gaming world, with hundreds of iU] 
people available to compete 
against at any one time. However, 
if Forsaken, with all its amazing V 
graphics and great features 
becomes as popular as I believe it , ¥■ 
will, it should knock Quake II off 
the top spot and become the best 
multiplayer game to date. ■ » 


Type: Internet, LAN, Mndem, Serial 
Publisher: Acclaim 
Oeveinper: Prube 
Price: 644.99/Free Online Play 
Players: 1-250 

Web Site: www.fnrsaken.cnm 
Memnry: ISMO 
Prucessnr: P166 
Modem Requirement: 20.0 
eontrols: Keys, Mouse 
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You have left Upper Basin Of Stars 
You have entered Umbric Plains 1 

That portal leads to Threshold. Gateway to the Dream City, another plane of 
Under light 

That portal leads to Valley Of Totallity 1, another plane of Underlight 

That portal leads to Room 1 

That portal leads to Room 2 

That portal leads to Room 3 

That portal leads to Room 6 

That portal leads to Room 7 
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i Ve played a selection of online RPGs before, but nothing 

_ quite like what Underlight has to offer. Where they 

featured computer players assisting your progress through the 
game - as well as humans - your development through Underlight 
is solely based on fellow Internet users. Well, they can also hinder 
your progress, but most of the time everyone gets on pretty well. 

The fact that there are no computer people directing you 
means that the advancement of your players and your quests are 
all defined by the people who inhabit the virtual world. Entering 
the game for the first time can be slightly confusing, but this 
gives you an incentive to seek a friend and get them to teach 
you the ropes (basic help is on screen when you play for the first 
time, explaining controls, etc.). When you meet again, you can 
share your experiences, and if you like the person enough, 
maybe even go off and explore some other part of the world. You 
will be able to recognise friends not just by their user name, but 


>Emphant appears heavify cfarr)agedf 
>Emphant seems very near dissolution^! 

You hawe gained 8 XP! 

A parly member has defeated Emphant! 

You Say. See you. em 

Tidalus: hehe, lets find that taogrom 

>\/aeldis sing in a falsetto... 

>Bogrom screams, clearly beginning to weaken! 
>Bogrom appears heavily damaged! 

>Bogrom seems very near dissolution!! 
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also by their looks. Prior to starting the game, you must set up 
your player, selecting skin colour and attire to your preference. 

Relying on humans and not computer programmed 
characters is quite risky, but at the same time it's what makes 
the game so much fun to play. Communication errors are all 
part of Underlight. They can slow you down, make you look 
stupid, cause silly errors, but that's all part of a normal 
lifestyle, as well as that of a virtual one! 

Considering it's an online game which has to be 
downloaded and may house up to 32 people at once, 

Underlight looks fantastic. It's not an accelerated game, but 
the 3D environment is still most impressive, and runs smoother 
than a knife through butter. 

To downloaded the game (21MG - but we're hoping to 
have it on our cover CD next month) simply visit 
www.underlight.com. If you're not already a member of 
Mplayer (it's free), you will need to download their 
software from www.mplayer.com. For ten hours, the game 
can be played for free. Then, when your time's up, and 
presuming you want to continue, you will have to pay 
when you play, but it's well worth it. More details can be 
found on the two Web sites. ■ 


lype: Internet 
Publisher: Lyra Studios 
Developer: Lyra Studios 
Price: Free to download/Pay 
for Play 
Players: 1-32 

Web Site: www.underlight.com 
Memory: 16MB 
Processor: P90 
Modem Requirement: 14.4 
Controls: Keys, Mouse 
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The best 
online RP6 yet 


Good communication is always the key to ultimate success in Underlight 







who know exactly what information 
they're in search of. 

The main difference to the site is 
the front page which informs visitors of 
new internal pages, demos available and 
so forth. This acts as a 'What's New' 
page, but in a more prominent position. 
A club also gives Activision fans the 


chance to benefit from features not 
given to standard visitors. For starters, 
becoming a member allows you to 
download a classic Activision game 
once a month. Can't be bad! 

Overall, a great new re-design 
which works much better than the 
previous version. ■ 


O ctivision's Web site has been 
reviewed before in Ultimate PC, 
but recently they've gone for a bit of a 
face-lift, which has thankfully meant 
that the whole thing is a lot easier to 
navigate around. They've kept the major 
sections in place, and most of their 
games have their own dedicated Web 
site which houses screenshots, 
literature, demos, video files, etc. You 
can either access these pages by using 
the genre links down the left-hand side 
of the main page, or make use of a drop 
down menu which lists all of the 
individual pages. Very handy for those 


If you can’t get enough of 
Activision’s games, you can join a 
special club with extra benefits 


Take Strategy To The Front Lines 


NSDF M580A2 Scout 

Code Name: Razor 


The changes to 
the site work 
very well 




A-Z list. Pretty impressive huh? The 
fun doesn't end there though, other 
areas to visit include Cheats, 
Downloads, Reviews, Beta Center, 
News, Marketplace and that's to name 
just a few. 

As it should be, everything is 
kept updated and a lot of time has 
been spent on making the site look 
professional. Well worth a visit by 
any dedicated PC user. ■ 


I his very yellow games site is 

_ dedicated to PC gaming, 

m hence the name PC Game World. 
It's similar to, in my opinion, 
■jBr the best PC games site on the 
Web, Game Center 
(www.gamecenter.com) thanks 
to its style, organisation and 

) most of all, content. 

Due to the fact that most 
PC users with a Net 
connection will want to 
download game demos, you 
can guess which is the most 
prominent feature here at PC Game 
World. There's also different ways of 
finding demos here. You can either 
see the most popular ten of the 
week, or search by genre, or there's a 
hottest games section and finally an 


iTERDICT 


A top PC game 
site that 
deserves credit 


A packed PC games site with plenty of news, previews, review and, most importantly, downloads 
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YAHOO! GAMES 


no search facility, which is really 
what you would expect from a Yahoo 
site. If you know what you're looking 
for, it could take a little longer to 
find it. Quite disappointing. ■ 


littp://games.yahoo.Gom 


I f you're a regular Web surfer, 
you will already have heard of 
Yahoo. What started off as just a single 
small home page directory has turned 
into much more, and there are all kinds 
of different Yahoo Web sites to be 
found. The latest to be added to the 
catalogue is Yahoo! Games, who have 
teamed up with Gamespot to bring the 
latest news, downloadable game 
demos, reviews, previews and more. 

Although they've kept the design 
of the site like the others (very 
basic), it lets it down somewhat, 
seeing as other professional PC 
gaming pages are visually impressive. 
You also get the impression that you 
may as well just visit Gamespot for 
your information instead of taking 
another route. 

The main section of the site 
include Classic Games, New Releases, 
Net Events, Community, plus there's 
also a list of the different game 
genres. The strange thing is there's 


Sadly Yahoo haven’t done too well 
with their latest site. Shame! 


Dark Reign Expansion; 
Rise of the Shadowhand 


Not up to 
Yahoo's usual 
standards. 


As a shopping site, this is great. The 
design is smart, the pages don't take 
ages to download, it's very easy to work 
your way around and a product search 
makes finding a game to buy all the more 
easier. Just stick away from the Hardcore 
Cafe, where all the other stuff looms. ■ 


As far as the shopping side of the 
site goes, it's top notch (international 
orders are welcome, but it's best to 
check out the shipping rates), and you 
can see that a lot of time is spent on 
ensuring that this is constantly updated, 
However, EB's attempts at including 
reviews, etc. certainly hasn't been 
pulled off as well - especially for PC 
users. Reviews are anachronistically old, 
a lot of the demos should be in 
archives by now, and as for the cheat 
codes, just two: Worms 2 and Quake. 
How lame is that? 


E B actually stands for 

Electronics Boutique, the 
world-wide game store. This site is based 
in the States and offers more than the 
usual catalogue list of games for sale. 
Aside from providing a cyberstall to buy 
games over the Internet, it has a dual 
purpose in that it can also be used to 
read game reviews, news, find out 
release dates, download demos, gain 
cheats and more. 
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Use it for 
shopping, but 
nothing else 


If you want to buy PC games then you could possibly come here, but EB’s attempt at reviewing games and providing other information is sadly quite poor 
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Of all the genres thal exist, the Rele-Playing Game is nne that has always hal seper staying pnwer. 
New, In tOOO, the genre Is reaching new heights as the iednstry awaits same nf the best RPG’s 
ever tn reach nnr shcres. lucking intn a veritable feast nf tnp games is UPC man and RPG maniac 
Oavid Gibbnn as be takes a Inek at what’s In stare fnr all PC RPG lavers nut there. 



hat a year 1998 is set to be for all you RPG fans! There's some 
I stunning new games on the horizon, with one or two of them such 
huge epics they are almost guaranteed to be number one hits! Although they are 
mega business now, some of you may be surprised to know role-playing games 
have always been in the top 10 of PC game genres. They go all the way back to 
the days when the popularity of PC games first took off and a 286 CPU was 
considered high tech. In the mid 1980's a company called Origin Systems 
(bought by Electronic Arts in 1992) developed a groundbreaking RPG called 
Ultima. This immediately became a huge success and prompted the company to 
release a total of seven sequels - which have since sold well over 12 million 
units worldwide. Such was the game's success that the company founder and 
Ultima designer, Richard Garriott, is now a very wealthy man indeed. Now, the 


success Ultima achieved is widely regarded as a contributor to the better, much 
improved RPG's that we now enjoy and play. And just what games they are 
today! In recent times we've had Diablo, the brilliant Fallout and, of course, the 
best one of all - Bullfrog's stunning Dungeon Keeper. But if you think those 
games were good - just wait until you see what's coming! During the next six 
months, the PC is about to be showered with some of the best RPG"s ever. Some 
will offer stunning graphics, some will feature larger, more complex scenarios 
and some will include both. But you can bet one thing, all the top RPG's 
released this year will come with gameplay that will take the player to new 
heights and experiences. So get ready to experience the kind of Artificial 
Intelligence that would put other games to shame, as we preview some of this 
year's much anticipated, most puzzle-ridden, mind benders! ■ 




Something huge is on its way and 
these smoke effects prove it 
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Final Fantasy VII 

PUBLISHER: Eidos Interactive 
DEVELOPER: Squaresoft 
RELEASE: June 

Well, well, well, what on earth can I say 
about this game that you probably 
haven't heard already. Huge, massive, 
mega fantastic - get the idea? Following 
its record breaking success in Japan on 
the PlayStation, where it sold quite a few 
copies (see Squaresoft box), you lucky PC 
owners are soon to get the chance to 
experience what many consider to be the 
finest RPG game ever. So what's all the 


fuss about you ask? Well, where do I start. 

A brilliant script, excellent gameplay 
and an absolutely huge number of levels 
to get through. All depending on how 
good you are, it's said to offer over 50 
hours of gameplay and is so unique that 
no two screens will ever look the same. 

The game also features hundreds of pre¬ 
rendered computer generated backgrounds 
and real-time battles, vast map screens 
and a huge amount of puzzles to solve 
and things to do. If you've ever played 
earlier versions of the game, then you'll 
be pleased to know many of the popular 


characters have returned. Stars such as 
Chocobo and Cid Highwind are back, but 
the game also introduces some new 
characters, specifically Cloud and Aeris. 

Final Fantasy VII has been described 
as a truly immersive experience that 
allows players the opportunity to visit a 
variety of unique worlds. This is most 
certainly true and, as long as the PC 
version is as good as the PlayStation 
game, and there's no reason why it 
shouldn't be. Final Fantasy VII should be 
high on your must-buy list for 1998. It's 
the most eagerly awaited epic in years! 

Baldur’s Gate 

PUBLISHER: Interplay Productions 
DEVELDPER: Interplay Productions 
RELEASE: September 

Here's a true role-playing game that could 
well become a 1998 RPG blockbuster. 
Named Baldur's Gate, it uses the advanced 



Build up your rock collection with BalHers 
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dungeon and dragons rule-set in the most 
restrained and unobtrusive way. Complete 
with nearly 10,000 scrolling game screens, 
the Baldur's Gate world exists as a place of 
revolutionary life and credibility. The 
impressive fully rendered landscape, with a 
top-down third-person isometric display, 
also features some nice looking 16-bit 
colour visuals. The game uses a natural 
lighting system where the world of Batdur's 
Gate moves through the same cycle of 
night and day as our own and it's in real¬ 
time. It also includes a whole multitude 
of characters, where you can talk, argue 


and embrace them - be they human or 
otherwise! They are all distinguishable by 
their gender and class, and the game also 
allows you to create yourself from the 
same wealth of character combinations. 

These include dexterity, spells, 
disposition and initiative as well as race 
and gender. Boldur's Gate is based around 
a branching, non-linear story where the 
consequences of your actions move full 
circle, providing yourself with a reputation 
amongst the world's inhabitants. The 
choices you make directly dictate the 
course of your journey, offering you many 


SI 


ss 


To find out who has had the biggest- 
selHng RPG's of them all, you need look 
no further than a US company called 
Squaresoft - though, despite its name, 
this company is far from square! 

Established in March 1989 in 
Redmond, Washington, the company's 
initial aims were to achieve an 
international presence and maintain a 
close relationship with the Nintendo 
Co. Ltd. In early 1996, Square 
announced its intention to develop 
games for multiple platforms, including 
the Sony PlayStation and the PC. 
Building on a corporate heritage, 
Squaresoft combines cutting-edge 
technology with motion picture visual 
effects wizardry. The company are 


lU'i 

committed to developing games using, 
"creative techniques which will propel 
gameplay to new heights of 
interactivity and realism." 

Squaresoft's most famous series of 
games is undoubtedly Final Fantasy. 

This world-renowned RPG series has 
sold more than 18 million copies to 
date - and well over six million of 
those bought the latest incarnation. 

Final Fantasy VII, following its recent 
launch on the PlayStation. Incredibly, 
hundreds of thousands of customers 
throughout North America reserved a 
copy of the game months before its 
release - desperate to play a game that 
has been described as an industry in 
itself. In Japan, the game quickly sold 


subquests and potential tasks. As part of 
the game, the player must try and unravel 
a war that has broken out between two 
nations over the downfall of the economy; 
all caused through a lack of their most 
precious resource - iron. In your 
adventure, up to five other characters may 
join your group and some clever AI makes 
it possible to control them all as a party. 
Interplay say Baidut's Gate "will be the 
true role-playing experience gamers have 
been waiting for". If everything comes 
together as predicted, that statement 
could well come true! 



PUBLISHER: Sierra 
DEVELOPER: LoN Cole 
RELEASE: August 

The Quest for Glory series was first 
introduced in 1989 and has since sold over 
half a million copies worldwide. Designed 
and co-ordinated by Lori Cole, she has 
developed a loyal following among RPG 
gamers and has become known for creating 
games with classic RPG elements. Her 
latest title. Dragon Fire, is the sequel to 
Shadows of Darkness and is the fifth entry 
in the Quest for Glory Series. It's based in 
the city of Silmaria, a mythical land with 
all the glory of classical Greece and the 
beauty of an island resort. The awakening 
of a terrible Dragon has taken place and, 
yes, it's down to you to stop it. And in 
addition, you must dispose of menacing 
assassins and monsters that run rampant 





You can’t say we don’t keep you on 
track with all the new RPG games 




over three million copies - not that 


impressive until you consider that, at 
the time, the country's total installed 
console user base was just five million! 
Now that the game is being released on 
PC, Squaresoft are all set for another 
Final Fantasy frenzy. Remember: you 
have been warned! 
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through the Land. Your quest will take you 
to numerous exotic Mediterranean places 
such as the Isle of Hydra, the sunken city 
of Atlantis and the depths of Haydes where 
you battle some large and nasty creatures 
like the Cyclops, Tritons and the evil 
Gargoyles. Thankfully, you also meet up 
with some old friends like Rakeesh and 
Erasumu, who will assist you in your heroic 
actions. So what's the game like? Well, 
Dragon Fire is a third-person, action- 
orientated RPG set in an aesthetically 
beautiful 3D world with looks to match 
Riven and Myst. It incorporates combat 

PUBLISHER: Activision 

DEVELOPER: Engineering Animation, Activision 
and Wizards of the Coast 
RELEASE: September 

Based on the very popular collectable card 
game and the paper role-playing games. 
Legend of the Five Rings is an RPG that is 
almost certain to be a worldwide hit as 
fans of the cards are almost certain to buy 
this in their droves. The game has a 


fantasy setting, based on the myths and 
stories of ancient Japan and China. It will 
set players in the world of Rokugan where 
courage, honour and combat skills are the 
keys to survival. 

In the game, you play the part of a 
young samuri, and must journey to seven 
cities to recover pieces of a sacred 
artefact that once reassembled will help 
defeat the most evil creature in Rokugan. 
Along the way, gamers must develop their 
skills in both magic and the Japanese 
fighting art of Kenjutsu as they confront 
seven warring clans. 

In total, more than 30 quests, motion- 
captured animations, dynamic light 
sourcing, terrain and elevation effects and 
a brilliant co-operative mode for up to 
eight players are to be included in the 
game. The development company behind 
the game. Engineering Animation, are 
working on some stunning 3D graphics 
which aim to show the visual beauty of 
feudal Japan in full. They are also making 


sure the game has authentic combat 
moves, weapons and landscapes based on 
a medieval world.According to Wizards of 
the Coast, the Legend of the Five Rings 
cards have sold over 100 million since 
their inception in 1995. If these figures 
are anything to go by, the PC version 
could well head straight to the top. 

Fallout 2 

PUBLISHER: Interplay Productions 
DEVELDPER: Black Isle Studios 
RELEASE: November 

Although the first incarnation of this RPG 
hasn't been around for that long, the 
developers. Black Isle Studios, are already 
beavering away on the sequel to their 
award-winning Fallout: A Post Nuclear 
Adventure. The sequel, which will simply be 
called Fallout 2. will be set in North 
California 50 years after the original game. 

The new post apocalyptic adventure will 
continue to use the critically acclaimed 
role-playing system recognisable from the 







Legend of the five fangs, the card game, has 
been a major success since it was first 
dreamt up in early 1995. The original 
company behind the game, called the Five 
Rings Publishing Group, was started up when 
Ryan S. Dancey, David Seay, Jolly Blackburn, 
Steve Milton, Bruce Straughton, Geoff Combs 
and Dave Mutal saw how popular trading card 
games were becoming. 

Following the successful launch of Magia 
The Gathering by a then small company 
known as Wizards of the Coast, the lads were 
so surprised at the card game's success they 
set up their own RPG mail order firm vtrhich 
^nerated a steady stream of phone calls far 
beyond their ecpectations. 

'IWe had a tiger by the tail and we were 
determined to ride it," offered co-fbunder 
Dancey. They decided to go ahead and 
produce their own card game, but little did 
th^ know how much of a struggle it would 


be. Everyone in the company wanted to base 
the game around a book called Book of the 
Five Rings, a treatise on duelling and 
philosophy written by a ronin in ancient 
Japan. They decided to call the game The 
Legend of the Five Rings and, says Dancey, 
"We promised distributors now is the time to 
buy into a game that will be around for a 
long, long time > not just a quick flash in 
the pan. But needless to say, not many 
people listened." 

After putting together a business plan 
outlim’ng how they would make money from 
a "quality game" they couldn't raise enough 
money to get it off the ground. In the end, 
Straughton lent them the money and, in 
October '95, the Legend of the Five Rings was 
launched. From day one, the cards began 
flying off shelves almost faster than they 
could be produced. And by 1997, the 
company had grown so successful that rival. 


albeit much bigger, firm Wizards of the Coast 
bought them out for an undisclosed sum. i 
"Wb expect the computer game to take the J 
property to a whole new level of | 

excitement," commented stated Peter I 
Adkison, President and CE.0. of Wizards of > 
the Coast 


Five Rings 

PUSLISHINO oaoup INC < 
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Back In the days of the original IBM PCs, 
Role>Play1ng games were put together by 
programmers working solely on their own. 
The graphics, gameplay and everything else 
was done by just one person. And, of 
course, in those days Role-Playing Games 
wrere pure RPG's. But now, with the huge 
advancement In technology, many RPG's 
have a mixture of adwnture, strategy and 
arcade elements. And some feature dazzling 
3D graphics as well! 

Today's modem RPG's are aeated by 
teams of people broken up into smaller 
teams to work on individual elements of a 
game. So there may be 10 artists working 
on the level backgrounds, five programmers 
on the main code, three musicians for the 
sound effects, two artificial Intelligence 
programmers, game testers and more 
working on a single game. While putting 
together Final Fantasy Vn, for example. 


Squaresoft had more than 100 staff 
members working on the game full-time 
during its development 

Among those staff were the talents of 
scriptwriters and producers - who played a 
similar role to those people working within 
the movie industry. With so many people 
working on one game, the development 
costs of creating an epic like Final Fantasy 
VIJ can run into seven figures. So much so, 
before a single line of code is written 
everything needs to be prepared and 
storyboarded in minute detail to make sure 
the whole process runs smoothly. The 
development time of creating a massive 
RPG epic can take as long as four years of 
sold daily work (sometimes longer), with 
some members of a development team 
working between 16 and 20 hours a day. 

This is especially true when a game Is 
nearing completion and the team needs to 


meet a deadline imposed on them by a 
publisher. So anyone who complains about 
how much they pay for an RPG such as Final 
Fantasy W7, just remember all of the blood, 
sweat and tears that went Into bringing you 
the CD sitting Inside your machine! 



original and will feature new locations, 
weapons and characters. It will also include 
a new ability allowing players to race 
across wasteland in a modified 50s style 8- 
cylinder Chevy; now that's something you 
don't get to do every day of the week! 

In the sequel, the player is a 
descendent of the main character featured 
in the original Fallout The game originates 


with the player accepting a quest to find 
his ancestor's vault and to obtain a Garden 
of Eden Creation Kit (G.E.C.K.). By 
accepting the mission, you, as the player, 
will adventure to new locations such as 
New Reno, the home of organised crime 
and big casinos; Vault City, a new modern 
town; and the ruins of San Francisco. As 
you get further through the game, you gain 
the ability to find and use that Chevy car 


which will reduce travel time from area to 
area. During which, you get to interact 
with NPC's (non-player characters), 
discover advanced weaponry and move 
closer to your goal - finding the vault and 
acquiring the G.E.C.K. (see above). 

Fallout 2 will also feature improved AI, 
allowing the player more accurate control 
over the actions of his party members 

upon its release 

while engaged in combat. And weapons 
can be upgraded to have multiple 
functions, for example, strap a grenade 
launcher to the bottom of an M63 
automatic rifle and the player can riddle 
the enemy with bullets or melt them with a 
plasma grenade. 

If the success of the first outing is 
anything to go by. Fallout 2 could well be a 
smash hit upon its release. 


Return to Krondor 

PUBLISHER: Sierra 
DEVELOPER: PyroTeclinix 
RELEASE: October 

Having just bought out development 
company PyroTechnix from ace publisher 
7th Level, Sierra are now set to publish 
the company's latest title. Return to 
Krondor. Designed by acclaimed author 
Raymond E.Feist, the game marks the 
return of the Riftwar Saga in this sequel 
to the award-winning Betrayal of Krondor. 

In the game, an ancient and 
inscrutable evil has emerged from the 
darkness to strip the Ishapian Church of 
its most sacred artifact - the Tear of the 
Gods. The struggle to reclaim this relic 
unfolds from the perspectives of the 
game's five main characters. 

The quest starts at the Krondor 
palace, through the city's twisting sewer 
tunnels and into the haunted depths of a 
temple. An advanced True3D game 
engine, created by PyroTechnix, powers 
this sequel. This creates a realistic, visually 
engaging environment through six degrees 
of freedom, motion-captured, real-time 
characters and the integration of 2D 
animation and 3D characters. In addition, 
the game will feature real-time light and 
sound sourcing, translucency and 16-bit 
colours. And from what we've seen so far, 
the graphics are looking really special. 

They have all been hand drawn and have 
the look of a well crafted oil painting. 

But will the game actually be any 
good? Only time will tell, but the senior 
vice president of Sierra, Scott Lynch, had 
this to say: "When the Sierra team saw the 
game engine technology developed by 
PyroTechnix, combined with the brilliant 
story and character development of Mr 
Feist, we were blown away. Return to 
Krondor is the experience gamers have 
been waiting for since Betrayal of 
Krondor's release inl993." ■ 



could well be a smash bit 
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right of the deployment zone with your 
cavalry and infantry offering support on 
its left flank. Place the crossbowmen to 
the left of the small copse. 

At the start of the battle you can 
see one regiment of Ore Archers and 
one regiment of Night Goblins. The 
Ore Archers will move forward towards 
the edge of the cliff. If you position 
your troops correctly they should not 
be able to fire on you from here, yet 
your crossbowmen can fire on them! 
Get them to do this, whilst keeping 
an eye on the advancing Night 
Goblins. Once they are within firing 
range, turn your crossbowmen on to 
these. You may be able to inflict 
enough casualties on them to rout 
them, but if not, use your infantry 
and cavalry to charge them. This 
should soon see them off. 

By now, the enemy archers will 
probably have moved around to the 
small copse to the side of the cliff 
face. Move your crossbowmen into 
firing range and then rout the Ore 
Archers before sending in the Cavalry 
to finish them off. At this point you 
should notice the new wave of enemy 
troops coming in from the road to the 
north. Get your crossbowmen to 
target and fire on the enemy archers 
and use your infantry and cavalry to 
take out the Night Goblins. Once they 
have done this, charge any remaining 


Place your crossbowmen by tbe small copse 


Use the wizard’s powerful spells on the zombies 


archers and the battle should be won. 
Before exiting, remember to pick up 
the treasure chest in the trading post. 


Battle 2: Border Princes 

Carlsson's cavalry regiment will join 
you for the long journey down to the 
Border Princes. As with a lot of 
regiments that will join you on your 
quest, they are just a temporary unit 
and will not be with you for the whole 
campaign. There are two schools of 
thought where temporary regiments are 
concerned; on the one hand you can 
save these regiments in reserve, 
allowing your own troops to get the 
lions share of the experience points 
that can be gained through each 
battle; on the other hand, you can use 
these units as cannon fodder, knowing 
that you will not have to worry too 
much about keeping them at maximum 
strength. For the sake of this guide. 


PARTI 


§ 14/15 Nighi Goblin Arch.«rs 


he forces of darkness walk the 
Warhommer world once more 
and it's up to you to stop them! 

Wrestling with the walking Undead can 
take its toll on any man though, so we've 
compiled an exclusive battle-by-battle 
guide that should see you through to 
victory. Here's part one of our complete 
battle guide to this epic game. 


Battle 1: The Trading Post 

As you'd expect. Dark Omen starts off 
nice and easy with this small battle at 
the Trading Post. At this point in the 
game the only forces at your disposal 
are the Grudgebringer cavalry, infantry 
and cannon and a regiment of 
crossbowman (these forces are the 
backbone of your army and remain with 
you throughout the game - as long as 
none of them get wiped out!). For this 
small skirmish place your cannon on the 
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we shall treat temporary regiments as 
normal ones and assume that you will 
use them like all the others. 

At the start of this battle, all you 
can see are two Orcboyz regiments 
and one unit of Arrowboyz coming 
towards you from the north. Place 
your cannon, which can be extremely 
useful in this battle, just to the right 
of the road, with your crossbowmen 
flanking it to the right and your 
cavalry to the left. Place your infantry 
next to your crossbowmen in support 
and hide Carlsson's cavalry behind the 
copse on top of the hill at the north 
end of the deployment zone. Once the 
battle starts get your cannon and 
crossbowmen to fire on the nearest 
Orcboyz. They should be able to 
inflict considerable casualties before 
they advance too close. Now get them 
to fire on the second Orcboyz unit. 
Whilst you're doing this, bring 
Carlsson's cavalry out from behind the 
copse and get them to charge the 
Archerboyz from the rear. You should 
be able to take these first three units 
out without any casualties. 

Now come two units of Ore Boar 
Boyz. Let these units come at you and 
soften them up with ranged fire, 
before charging them and finishing 
them off with the cavalry and infantry. 
It's worth noting that if you wipe out 
the larger regiment of Ore Boar Boyz 
you will receive a chest full of gold. 

Battle 3: Grissburg 

After reaching the Border Princes, 
you'll meet a familiar face in the form 
of Flamestrike, a Bright Wizard. 
Flamestrike joins your band and will 
stay with you throughout the game as 
long as you take care of him. At 
Grissburg you get your first chance to 
exploit the powerful magic of 



Flamestrike as you protect the town 
from an evil horde of rampaging 
Undead troops. 

The Undead forces are attacking 
the town from the graveyard at the 
top of the screen. As the distance 
from the graveyard to the town is 
quite long, this gives you plenty of 
time to soften up the waves of 
attacking troops with your 
crossbowmen and cannon. Place your 
cannon to the left of the deployment 
zone so that it has a clear shot at the 
approaching Undead troops. Move 
your wizard and crossbowmen, along 
with cavalry support to the north of 
the houses by the river. Now, as each 
enemy regiment approaches, target all 
ranged weapons on one unit at a time 
and you should soon rout it. Once a 
force of Undead troops is routed it 
will be destroyed. The enemy forces 
attack in waves so you should be able 
to rout each unit before it gets 
anywhere near to your troops. 

Battle 4: Brigand Attack 

Whilst escorting the Countess to 
Bogenhafen a band of Brigands 
ambushes your troop. Unlike all the 
other battles so far where the enemy 
have all appeared from the same 
direction, during this battle you are 
surrounded by forest with no idea of 
where the enemy is coming from and 
you must place your troops in a small 



March the Grudgehringer infantry straight up the hilt tn engage the enemy archers hidden there 




deployment zone right in the middle of 
the map. At the start of the battle you 
can see only one enemy unit, a 
regiment of Brigands hiding to the 
north. Position your cavalry so that it 
can charge straight at this unit as soon 
as the battle commences. The next 
enemy unit, a regiment of archers, is 
positioned on the hill to the north¬ 
west. You can't see this enemy unit at 
the start of the battle, but they are 
there and are capable of causing some 
real damage if you don't take them out 
quickly. Position your infantry near the 
bottom of the hill and give them orders 
to march up and attack straight away. 
The infantry should have no problem 
destroying the archers. Once they have 
done this, direct them to the small 
copse towards the south-east of the 
map, where you should place your 
wizard, crossbowmen and the Countess' 
guards. Use your crossbowmen and 
wizard to inflict casualties at range and 
try to rout the enemy before they get 
too close to your forces. Should any 
enemy units get within charging 
distance, send in the Countess' guard 
and the repositioned infantry. Your 
cavalry should also be free for a charge 
on the flank. 


DEfiflNGf 


The Banner of Defiance is 
an extremely useful 
magical item to add to 
your armoury. Any unit 
carrying it will never rout, 
unless ordered to do so. 
This can prove invaluable 
against some of the 
tougher enemy units, but 
be warned that they will 
fight to the very last man 
if you don't keep an eye 
on them when in hand-to- 
hand combat. Units 
carrying the Banner of 
Defiance are distinguished 
by a blue haze that 
surrounds them. 
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The Banner of Wrath can be 
captured from a regiment 
of Ore Archers during battle 
eleven. The banner allows 
the carrier to fire up to 
. seven bolts of lightning 
■ against any enemy units 
within range. Each single 
bolt is capable of killing 
an enemy unit, which 
makes it an extremely 
powerful magical item. It 
is best used against poorly 
armoured units such as 
: Necromancers and Archers, 

. but can also have a 
- devastating effect on 
' infantry. 


Send your cavalry forward to lure the enemy out from their hiding positions and then draw them into the firing range of your cannon and crossbowmen 


south. With units appearing from all 
sides, it's important to make sure that 
you don't commit all your troops into 
the melee and leave your cannon and 
archers unprotected. The most 
important part of this battle is to take 
out the Necromancer as quickly as 
possible. Leave this guy for too long and 
he can inflict some heavy casualties with 
his powerful spells. Despite his magical 
powers, the Necromancer is weak and 
easy to take out either from range with 
your Archers and Crossbowmen, or in 
hand-to-hand combat. 

Once the battle is won, use the 
Grudgebringer sword and your wizard's 
fire spells on the Library (the house 
with the book sign hanging from it). 

The magical Book of Ashur, which gives 
your wizard an extra spell, will appear. 

March on Hehngart 

Should you choose to leave the 
Countess behind in Bogenhafen and 
march on to Helmgart instead then you 
will arrive in time to defend it. 
Defending the castle is a simple case of 
sitting back and picking the enemy 
units off one by one as they march 
relentlessly towards you. Position your 
cannon right on the edge of the cliff 
near the near the slope that leads up to 
the castle. From here, your cannon 
should have a clear shot at the 
approaching enemy units. At the top of 
the slope position your cavalry and 
infantry so that they can charge at any 
enemy units that might survive the 
barrage from your cannon. Next to your 
cannon place your crossbowman and 
archers so that they can lend some fire 
support. This battle is quite 
straightforward, but make sure you 
protect your cannon from the enemy 
archers. A Necromancer appears towards 
the end of the battle - make sure you 
kill him swiftly by targeting him with 
your archers and crossbowmen. 


Issauli on Helmgart 

If you choose to defend the Countess in 
Bogenhafen, you will arrive at Helmgart to 
find it overrun by Undead troops and you 
must try and take it.back with an all-out 
assault. As with most of the attacking 
battles in the game, the best way to defeat 
the opposition is to draw the enemy units 


the besieged castle at Helmgart. There 
are advantages to either route you 
choose to take, but generally it is better 
to stay and defend the Countess. If you 
protect her, you have the chance to pick 
up a secret magic item (more on this 
later), but Helmgart will fall to the 
Undead forces and you will have the 
much harder task of recapturing it, 
rather then defending it. Whichever 
route you choose to take, here's how to 
fight the two different battles: 

Defending Bngeniiafen 

This is not one of the easier battles in 
the game as the enemy comes at you 
from all sides. In the centre of the map 
is a church and you must deploy your 
forces around this. Place your cannon 
to the north with one of the infantry 
regiments positioned nearby to protect 
it. Put your crossbowmen and archers 
in the south-west corner with your 
cavalry stationed nearby to give 
assistance when needed. Place your 
wizard and second infantry regiment on 
the east side of the church. The battle 
starts off easy enough with two units 
of Zombies appearing in the north-west 
corner of the map. Use your cannon to 
soften these up and mop them up with 
the infantry you have positioned 
nearby. After this, things start to pick 
up pace, with enemy units appearing 
all over the place. After the two units 
appear from the north-west, another 
will come from the south. Your archers 
and crossbowmen should have no 
problem routing this lot, but others 
will follow in roughly this order: 
infantry from the south-east and north, 
archers from the south-west, more 
infantry from the east and west. 
Following this lot, a Necromancer 
appears randomly and two last lots of 
infantry appear from the north and 


WRilTH 


iefend Bogenhafen _ 
or mareli on Hefmgart? 

Once you get to Bogenhafen you are 
faced with a choice of staying to defend 
the Countess, or marching on to defend 
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out a few at a time. Charging up the slope 
will only end in disaster. Instead, position 
your cannon in the bottom right corner of 
the deployment zone. From here it should 
be able to fire on the archers positioned on 
top of the cliff whilst being out of reach of 
any return fire. Place your archers and 
crossbowmen to the side of your cannon 
with your infantry and cavalry regiments 
further back. At the start of the battle 
concentrate your cannon on the enemy 
archers until they are destroyed, or retreat. 

Now move your wizard up to a safe 
position behind the big rock in the middle 
of the approach to Helmgart. Wait until 
your wizard has a large number of magic 
points and then march your cavalry towards 
the slope leading up to the castle. This 
move will lead to a couple of undead 
regiments rising from the ground near the 
foot of the slope. Targeting them with your 
cannon and attacking them with magic 
from your wizard should soon kill them off. 

Once this is done, send your cavalry up 
the slope. This will reveal a number of 
enemy units, including a Necromancer, that 
were previously hidden from view. Don't 
engage these units in melee, instead turn 
around and high-tail it back down the 
slope. The enemy units will follow after you 
and will walk straight into the firing line of 
your cannon, archers and crossbowmen. 


NE 1998 


Soften them up with a barrage of arrows 
and cannonball and then charge them with 
your infantry and cavalry. Once you've done 
this, Helmgart is there for the taking! 

Battle 8: Aiding Bioodfist 

Whether having defended or taken 
Helmgart, your old Dwarf friend, Bioodfist, 
will ask you to help him attack a bunch of 
marauding Undead troops. Declining 
Bloodfist's plea will take you straight back 
to Altdorf with no apparent consequences, 
but you will miss out on three things. First, 
Dwarves are good fighters and so Bioodfist 
is a good ally for later in the game. 
Secondly, if you help Bioodfist he will 
repay you with an Enchanted Shield, which 
gives the unit carrying it an extra armour 
level. Last, you will miss the opportunity 
to make a lot of easy money. And it is easy 
money, because if you fight this battle 
right, you can win it with extremely light 
casualties that will cost little to replace. 

At the beginning of the battle you can 
see two Skeleton Archers up ahead. Place 
your cannon in a position where it can fire 
on both units. Place your wizard and 
crossbowmen next to your cannon and 
then position the infantry and cavalry to 
the left. As long as you don't move any of 
your units within firing range of the 
Skeleton Archers your cannon should be 
able to pick off quite a few before they 
decide to retreat. Once they do this, 
carefully edge your cavalry forward until 
two Zombie units rise from the ground, 
now pull your cavalry back and let your 
wizard, crossbowmen and cannon destroy 
them from range. Again move your cavalry 
forward and this time draw out a 
Necromancer and Skeleton Cavalry. Move 
your cavalry back once more and allow your 
cannon and crossbowmen to inflict the 
damage. Don't use your Wizard as if you 
move him to close to the Necromancer he 
may well get himself killed. Once things 
get a little hot, the Necromancer will more 
than likely teleport away. Once he does 



this, move all your units (bar the cannon 
as it can't be moved) to the first bend. 
Another regiment of Skeleton Archers 
awaits you. Be careful again not to move 
into their firing range. Instead, keep back 
and allow your crossbowmen (who have a 
longer firing range than the Skeleton 
Archers) to pick them off. Now sit back and 
wait for the assault by several Skeleton 
regiments and a unit of Wights. Engage the 
Wights with your cavalry and leave the 
other units to your infantry and the dwarfs. 

Battle 3: Enchanted Fnrest 

Whether you help Bioodfist or not, you'll 
eventually find yourself back at Altdorf 
where you learn of the Countess' 
kidnapping. It's during this visit that you 
also discover that to stop the evil Dread 
King you must recover three artefacts: the 
Eye of Morslib, Hand of Nagash and Black 
Grail. The Eye of Morslib can be found in 
Slyvania, where the Countess is also being 
held. On your way there more undead 
troops lie in ambush at the Enchanted 
Forest. Deploy your cannon right in the 
middle of the placement zone, with your 
crossbowmen to its left. Place the infantry 
to the right of the cannon and your 
cavalry to the left of the crossbows with 
the Flamestorm. As the battle begins you 
can only see a regiment of Wights in the 
distance, ignore these for now and move 
your cavalry up towards the first of the 
small mounds. Zombies will appear from 
behind them, so move your cavalry back 
and fire on them with your wizard, 
crossbows and cannon. Should the zombies 
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survive the onslaught, engage them in 
hand-to-hand with your cavalry and 
infantry. With this first wave out of the 
way, move your cavalry to the second set 
of mounds and you can draw more of the 
enemy out in to the open. Again, retreat 
you cavalry and allow your ranged 
weapons to soften them up before 
finishing them off with your infantry and 
cavalry. It's now time to take on the 
Wights, who are carrying a Banner of 
Defiance. This banner stops the carrying 
unit from routing, so expect a tough fight. 
Try to soften the unit up with some ranged 
fire and then engage with both your 
infantry and cavalry at the same time. 

Battle 10. Goblin Attack! 

En route to Slyvania a regiment of 
Greatswords and a unit of Flagellants 
will swell your ranks. Just in time 
too, because an army of Goblins lies 
in ambush as you make you way 
through the forest. This is a tricky 
battle as you must deploy your forces 
in the middle of the map, with no 



idea of where the enemy is going to 
attack from. Place your cannon facing 
east with your crossbows to their 
side. Place your cavalry next to them, 
facing the opposite direction. Have 
your Flagellents at the ready facing 
west, with your Greatswords at the 
bottom facing south and your 
infantry facing north. 

Once the battle starts, the first 
enemy unit to emerge from the trees is a 
unit of archers to the east. Fire from 
your cannon and crossbowmen should 
soon take these out. At the same time as 
this, some Night Goblins will come at 



you from the opposite direction. Use 
your wizard to kill a few of these and 
then charge in with your cavalry and 
Flagellents. Hot on the heels of this first 
wave comes the next - two giant spiders, 
one giant scorpion and two more 
regiments of Night Goblins. The scorpion 
and spiders can strike fear in to the 
stoutest unit, so try to take one out with 
ranged attacks from your cannon and 
crossbowmen. Use your wizard's spells to 
take out another and then engage the 
last one with whichever unit has the 
Banner of Defiance (which should be 
either the Flagellents, or infantry). As for 
the two Night Goblin units, the 
Greatswords and cavalry should be more 
than capable of destroying these. 

Battle 11: Steani lank 

Further down the road to Slyvania you will 
come across a Steam Tank whose escort 
has been wiped out. As it's commander 
explains what has happened an Ore war 
party launches an attack. Place your 
cannon and the Steam Tank in the middle 
of the deployment zone backed right up 
against the hill. Place your cavalry to the 
right with orders to march immediately up 
the hill. Put the Flagellants on the left, 
again with orders to match up the hill 
with the crossbowmen offering them 
support. Now place your wizard and 
Greatswords and infantry either side of the 
cannon and Steam Tank. As soon as the 
battle starts two units of Ore Big'uns and 
one set of Arrer Boyz will appear behind 
you. Get your crossbowmen to start firing 
on the archers, whilst charging your 
cavalry and Flagellants in to the Ore 
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In battle eleven three enemy units lie in wait behind the placement znne. Charge ynur cavalry and the Flagellents straight up the hill and take them nut as quickly as pnssible 
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Big'uns. The Arrer Boyz will soon rout and 
disappear and the inexperienced Ore 
Big'uns don't take much to finish off. Now 
prepare yourself for the second wave by 
moving your cavalry and Flagellents to a 
position level with your cannon. 

The next wave of enemy troops include 
Ore Boar Boyz, Ore Big'uns, two Arrer 
Boyz and one Ore Shaman. The Ore 
Boar Boyz will be the first to come 
in to the firing range of your cannon 
and the steam tank, so get them to 
soften them up before charging in 
with your infantry. Following the Boar 
Boyz comes the Shaman and Ore 
Big'uns. Close the Shaman down fast 
as he can inflict enormous damage 
with his magic. Engage him in hand- 
to-hand combat and he shouldn't be 
around for too long! Once you've disposed 
of the Shaman, use your cannon and 
crossbowmen to take out a couple of the 
Arrer Boyz whilst you close them down 
with all your close range combat 
regiments. The larger of the two Arrer 
Boyz regiments carries the Banner of 
Wrath - so make sure you wipe out every 
last one to claim it for as your own. 


Battle 12: Blighted Towers 

Further down the road to Sylvania you 
come across the Blighted Towers. This 
place is well defended by an army that 
consists of three Ore Boar Boyz, two Ore 
Boyz, three Arrer Boyz, an Ore Shaman, a 
Rock Lobber and two Bolt-Throwers. This 
army is deployed around the large plateau 
to the north and the only access point is 
the narrow slope to the right of centre. 
Charging up this slope and trying to take 
the Towers with a full frontal assault will 
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Draw the enemy into the tiring range of your cannons and youMI soon have them on the run 


Once the battle starts have your mortar 
fire on the enemy archers waiting by the 
edge of the plateau. Although it won't 
have a clear view of them, it should be 
able to get a few shots in close before 
they move off. Whilst doing this, have 
your crossbowmen and cannons fire on the 
regiments of Ore Boyz that come charging 
down the slope. They should be able to 
soften them up enough for your infantry 
and cavalry to have no problem mopping 
up those who survive the hail of 
cannonball and arrow. Following in behind 
the Ore Boyz is an Ore Shaman. This guy 
needs to be taken out quickly so turn all 
your ranged weapons against him, 
including the Banner of Wrath (whom I 
suggest you give to the Grudgebringer 
cavalry for this battle). 

After taking out this first wave of 
enemy troops, the battle goes quiet as the 
remainder of the opposition army sits atop 
of the plateau waiting for you to approach. 
Send just one unit, your cavalry, forward up 
the slope (being careful to avoid the fire 
from the Bolt Throwers), until the Ore Boar 
Boyz start coming at you. Now back track 
and lead them straight into the fire of your 
cannon and crossbowmen. A good tactic to 
ensure the cannons hit their target is to 
use your wizard to lay down a wall of fire 
just in front of the approaching units, 
forcing them to stop, turn and then go 
around. If you time it right, your cannon 
will have a stationary, rather than moving 
target to aim at. 

After finishing off the Ore Boar Boyz 
with your cavalry and infantry, just the 
rock lobber and bolt thrower remain. Move 
your cavalry forward up the slope and use 
the Banner of Wrath as soon as you are in 
range. Don't stop moving otherwise you'll 
get pounded, just keep riding around and 
use the Banner of Wrath and the 
Grudgebringer whenever possible. It 
shouldn't take more than a couple of 
lightning strikes to take out each of these 
last three units. Bi 


only lead to disaster. The key to victory 
on this battle is to sit back and try to 
lure the enemy units down into the firing 
range of your cannons a few at a time. 

For this battle you are joined 
temporarily by an Imperial Mortar and 
another cannon. Place this, your other 
cannon and the Steam Tank to the right of 
the deployment zone so that they have a 
clear shot at the slope. Make sure you place 
them right back so that they are out of 
range of the enemy rock lobber and bolt 
throwers. To their right place the 
Flagellents, with your crossbowmen on their 
left flank. Now, place the mortar behind the 
small copse in the centre of the deployment 
zone, with your cavalry, Greatswords and 
infantry sitting in behind it. 
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Issues 

The first issue of Ultimate 
PC proved a huge success, 
hut if ]fou missed out, 
get a copy now! 
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Issues 

164 pages of news, 
previews and reviews 
made the second 
issne a reai ciassicl 



An exclusive preview of Westwood's 
stunning Blade Runner, and a world 
exclusive review of Perfect Assassin 
ensured issue two carried on where the 
first issue left off. With over twenty 
reviews, numerous previews, a solution to 
Little Big Adventure 2 and up-to-the-minute 
news on the best upcoming titles, it's an 
essential read. Add to that a free CD and 16 
page Tomb Raider II supplement and it has 
everything the serious gamer needs. ■ 

Issues ! 

Oeatiitraii Bungean makes 
this an essentiai read for 
all PC games fans! 




With a world exclusive review of Activision's 
Battlezone, issue 6 of UmMATE PC is an 
essential read for anyone who likes their 
real-time wargames. Forget about Command 
and Conquer, Total Annihilation and Dark 
Reign, because Battlezone redefines the 
whole genre with its mix of first-person 
perspective shooting action and demanding 
strategy. If you missed out on our extensive 
review of this landmark title, then order your 
back issue right away and find out just what it 
is your missing! El 


An exclusive MiB review was just one of 
over 20 in this bulging issue. Amongst the 
others were Sid Meier's Gettysburg, Total 
Annihilation, Worms 2 and Jedi Knight Dark 
Forces 2. There's also solutions to The Feeble 
Files and Excalibur 2555, as well as a tips 
guide to Dark Colony. As if that wasn't 
enough, there's two CDs crammed with all 
the latest playable demos., including Jedi 
Knight, CM 97/98 and Screamer Rally. All 
this at the stunning price of just £3.50 - 
what more could any gamer need? ■ 

issue! 

For a comprehensive 
review of Battleme check 
oof issne six now! 


Issue 4 

Over 20 reviews inside the 
magazine and 20 playahle 
demos on the cover COs - 
all for £3.50! 
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The exclusive review of GT Interactive's Abe's 
Oddysee and a full review of Tomb Raider n 
were the highlights of this stunning 
Christmas issue. Other Christmas crackers 
included Screamer Rally, Uprising, Actua 
Soccer 2, GTA and THU'S Pax Imperia - all of 
which were fully reviewed. With a Tomb 
Raider II demo and an enthralling Men in 
Black demo, the UinMATE CD maintained 
the high standard set by that of issue one. 
Issue five of UmMATE PC is the essential 
read for the die-hard PC gamer! ■ 

issues 

Get the full lowdown on Bie 


in issue seven! 
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Another big seller, our exclusive review and 
playable demo of Die By The Sword makes 
issue 7 an essential read for all those PC 
gamers who remember the classic. Barbarian 
with affection. Speed freaks are also more 
then catered for in this issue, with an 
exclusive demo of Powerboat Racing being 
just one of many crammed onto the packed 
CD. An exciting in-depth look at Cendanfs 
new release. Half-life and a round-up of the 
top three games of 1997 by genre makes 
this one issue not to miss. ■ 







Quake II is dead and in its place as the 
king of 3D action adventures stands 
Probe Entertainment's stunning Forsaken 
- find out just what makes this game so 
special with our comprehensive review. As 
if that wasn't enough, look no further 
than issue eight of UinMATE PC for full 
reviews of Redline Racer, Formula 1 '97, 
Plane Crazy and Black Dahlia. Inside this 
issue you'll also find a spedal report on 
MGM studios and its James Bond stunner. 
Tomorrow Never Dies. ■ 


Issues 

Packiii! with reviews, 
the fourth issue of 
Ultimate PC is one not to 
he missed! 






This New Year offering featured over thirty 
full reviews. Amongst them are Virgin's 
Blade Runner, Quake II and a world 
exclusive on Eidos' Deathtrap Dungeon. 

Issue five of UinMATE PC is also packed with 
previews, including Die By the Sword, Ultimate 
Soccer Manager '98 and Battlezone. There's 
also the usual CD crammed with demos. With 
a full solution to the first part of Tomb 
Raider II propping up the rear of the mag, 
there's undoubtedly something for everyone 
in this massive 164 page issue. ■ 

Issues 

Another exciting issue with a 
fnii review of Probe’s 
forsaken! 






Playable levels ensures that issue 
nine of Uihmate PC is a 'must have' 
for anyone serious about their games. 
Reviews of StarCraft, Motorhead and 
Ultimate Soccer Manager also make 
this a special issue which no PC 
gamer should be without. An in- 
depth preview of C&C: Tiberian Sun 
and a first look at LucasArts' real¬ 
time Star Wars strategy game. Force 
Commander can also be found in 
this issue. ■ 
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Prices/Copies Ordered: 


Issue One: SOLD OUT. Issue Two: £4.50. Issue Three: £4.50 . 

Issue Four: £4.50. Issue Five: £4.95. Issue Six: £4.95. 

Issue Seven: £4.95. Issue Eight: £4.95. Total Price: £. 


Please send me.issue[s] of Ultimate PC 

Name. 

Address. 


Postcode.Tel No . 


Method of Payment 

CD Cheque (made payable to Rapide Publishing) 

P Postal Order 

Please charge my credit card: ; O Visa D Access 

Card No: . . . . . . . .... . . .. 

Expiry Date:...... . . 

Date:... . 

Signature:. 
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i he Descent series breaks free from the confines of 
yesterday's technology and heads for the stars in 
an all-new space combat simulation. You'll be able to find 
out how it fares against the likes of Wing Commander and 
X-Wing V's TIE Fighter next month when we'll have an 
exclusive package that will include a full review and an 
extensive playable demo! Issue 11 of Ultimate PC will also 
boast full reviews of X-Com Interceptor, Mechcommander, 
Unreal, Army Men and Dominion: Storm over Gifts. 

^'As well; as reviews of all the latest game releases, our roving 
reporters wt^l also be globetrotting around the world to bring 
you the yify latest on exciting upcoming games such as Virgin's 
SuperhAe's, Ubisoft's Requiem and Duke Nukem Forever!. 

Next month we'll also be covermounting two demo CDs as 
we continue our drive towards offering the very best package 
money can buy. So, if you demand quality and crave value for 
money there can be only one choice - Ulumate PC! 


Head for the stars with Ultimate PC 

On sale on the 18th 3une ^ ^ 

Ddn^l ' Miss It! 


ULTIMATE 








special Reeepve Dfecount Mail Order • 01270 600204 

Market leaders in mail order home computing, established 10 years, great web site and six amazing shops 
See us on the web at http://special.reserve.co.uk for masses of information and loads of prizes to win 

Officially Authorised for Nintendo and for PlayStation. If you don t fancy our full Membership offers you can take a Trial Membership for just 50p. 0% PAY LATER when you spend between £250 and £750 subject to status. 


PERFECT GRAND PRIX: TRACK PACK .16.99-10%- 

PETE SAMPRAS EXTREME TENNIS 97 .11.99-10%- 

PREMIER MANAGER 98 .25.99 -10%* 

PRIVATEER 2: THE DARKENING .14.99-10%* 

PUMA WORLD FOOTBALL 98 .16.99 -10%* 

7TH LEGION FOR WINDOWS 95 .26.99 -10%* PUZZLE BOBBLE .9.99 -10%* 


CD ROM GAMES 

(18) = Rated 10, state over 18 when you order 

2 GOOD TO BE TRUE COLLECTION 80%.22.99 -10%* 

2000 GAMES ENCYCLOPEDIA .14.99 -10‘ 


PC CONTROLLERS 


AGE OF EMPIRE FOR WINDOWS 95 94% ...33.49 -10%' 

AIR WARRIOR 3 84% .27.99-10%* 

BALLS OF STEEL FOR WINDOWS 95 .22.99 -10%* 

BATTLE ISLE TRIPLE PACK .17.99 -10%* 

BATTLE ZONE FOR WINDOWS 95 93% .31.99 -10%* 

BATTLEGROUND - NAPOLEAN IN RUSSIA ...22.99 -10%* 
BATTLEGROUND COLL. VOL1 - NAPOLEON 27.99 -10%* 
BETRAYAL IN ANTARA FOR WINDOWS 95 ...22.99 -10%* 
BLADE RUNNER FOR WINDOWS 95 94% ...31.99 -10%* 

BROKEN SWORD 90% .9.99 -10%* 

CARMAGEDDON (15) 95% .19.99 -10%* 

CARMAGEDDON MAX PACK (15) .25.99 -10°/ ‘ 


QUAKE 95% .12.99-10%* 

QUAKE 2 FOR WINDOWS 95 96% .29.99-10%* 

QUAKE RESURRECTION PACK .19.99 -10%* 

REALMS OF THE HAUNTING 91% .12.99 -10%* 

RED BARON 2 FOR WINDOWS 95 .32.99 -10%* 

RIVEN FOR WINDOWS 95 91% .31.99 -10°'o* 

RPG ANTHOLOGY .24.99-10%* 

SCREAMER RALLY 91%.22.99 -10%* 

SECRET OF MONKEY ISLAND 1 & 2 .14.99 -10%* 

SENSIBLE WORLD OF SOCCER 96/97 80% ...9.99 -10%* 

SETTLERS 2 GOLD EDITON .26.99 -10%* 

SID MEIER’S GETTYSBURG WIN95 90% .31.49 -10%* 




.24.99 


TRIDENT PAD 

3D analogue stick, 6 fire 
buttons, 4 button mode with 
4 way view, throttle and rudder 
control, independent autofire 
with LCD control panel 


GRAVIS PRO JOYSTICK ...14.99 

Built-in throttle control, 5 fire buttons, 
foam padded handle plus free testing 
software 


CHAMP MANAGER 2 COMP. VOL 2 .5.49-10%* SIERRA SPORTS: GOLF PRO WIN95 80% ...20.99-10%* 


CHAMPIONSHIP MGR 2 1997/98 90% .18.99 -10°/ 

CIVILIZATION 2 96% .18.99-10%* 

CIVILIZATION 2 DATA DISK .14.99 -10%* 

COMMAND & CONQUER WINDOWS 95 .14.99 -10%* 

COMMAND & CONQUER: 

RED ALERT COLLECTORS PACK .31.99 -10%* 

COMMAND & CONQUER: 

AFTERMATH - RED ALERT DATA CD 86% ...14.99 -10%* 

COMMAND & CONQUER: RED ALERT 95% ...31.99 -10% 
COMMANDO’S: BEHIND ENEMY LINES 

CREATURES 94°/o . 

CROC FOR WINDOWS 95 82% .29.99 -10°/ 

CURSE OF MONKEY ISLAND WIN95 94% 

DARK FORCES 2 DATA CD 95% . 

DARK FORCES 2 FOR WINDOWS 95 94% ...29.99 -10% 

DARK OMEN FOR WINDOWS 95 91% .32.99 -10%' 

DARK REIGN DATA CD FOR WINDOWS 95 ...16.99 -10%' 
DIABLO DATA CD - HELLFIRE WIN95 .15.99 -10r< 


SPACE QUEST COLL. 1 TO 6 WIN95 .18.99 -10%* 

SPYCRAFT FOR WINDOWS 95 91% .9.99 -10%* 

STAR CRAFT FOR WINDOWS 95 .28.99 -10%* 

STAR TREK - NEXT GENERATION 94% .12.99 -10%* 

STAR WARS SUPREMACY WIN95 .29.99 -10%* 

STEVEN SPIELBERG'S DIRECTOR’S CHAIR 12.99 -10%* 

SYNDICATE WARS 92% .12.99-10%* 

THE GOLF PRO FOR WINDOWS 95 90% .27.99 -10%* 

THEME HOSPITAL & SIM CITY 2000 86% .24.99 -10%* 

29.99- 10%* THEME PARK 95% .9.99-10%* 

12.99- 10%* TOCA TOURING CARS 82% 20.49-10%* 

TOMB RAIDER -k SCREENSAVER 95% .14.99 -10%* 

29.99 -10%* TOMB RAIDER 2 94% .29.99 -10%* 

17.99 -10%* TONE REBELLION 84% .24.99 -10%* 

TOTAL ANNIHILATION WIN95 94% .27.99 -10%* 

TOTAL HEAVEN 90% .31.99 -10%* 

TOTAL RACING WINDOWS 95 85% .31.99 -10%* 

TOTAL SPORTS WINDOWS 95 91%.27.99 -10%* 


A 




MS SIDEWINDER 
GAME PAD .27.99 

8 programmable buttons, 8 way hat 
switch, trigger button, throttle wheel 



DIABLO FOR WINDOWS 95 93% .29.99-10%* TRANSPORT TYCOON + EDITOR 90% .11.99-10%* 

DISCWORLD2 91% .16.99-10%* ULTIMA COLLECTION 90% .32.99-' 


SAITEK X36 
FLIGHTSTICK AND 
THROTTLE 
CONTROL ...84.99 
2 rotary controls, 14 
digital inputs, three 8 
way hat switches, serial mouse control, throttle mode and 
pinkie switch, status indicators, unlimited programmability 


PC MASTER PAD .12.9J 

Digital, LED function control panel, 
six individual autofire modes 




17.99-10%* ULTIMATE RACE PRO WIN95 90% .20.99-10%* 

19.99-10%* 


DOOM TRILOGY - THE DEPTHS OF DOOM 
DUKE CARIBBEAN - LIFES A BEACH (18) ...16.99 -10%* VIRTUAL SPRINGFIELD WIN95 

DUKE NUKEM KILL-A-TON COLLECTION.24.99 -10%* VR POOL 2 89% . 

DUKENUKEM3D(18)93% .9.99-10%* WARCRAFT 2 DELUXE 82% 

DUNGEON KEEPER 96% .31.49-10%* 

DUNGEON KEEPER DATA DISK 89% .12.99 -10%* 

EASTERN FRONT 84% .24.99 -10%* 

ELDER SCROLLS: DAGGERFALL 89% 

EXTREME POWER PACK VOL 2 . 


..29.49-10% 

..29.99-10%* 

..14.99-10%* 

..31.99-10%* 

..29.99-10%* 


WING COMMANDER 4 WIN95 
WING COMMANDER PROPHECY 87% . 

WORLD CUP 98 WIN95 . 

12.99 -10%* WORLD LEAGUE SOCCER 98 .30.99 -10%* 

32.99- 10%* WORLDWIDE SOCCER 87% .14.99-10%* 

WORMS -h REINFORCEMENT DATA DISK ...12.99 -10%* 

WORMS 2 93% .29.99-10%* 

WORMS 2 REINFORCEMENTS DATA CD.12.99 -10%* 

30.99- 10%* X-WING VS TIE FIGHTER DATA CD 95% .14.49-10%* 

12.99 -10%* X-WING VS TIE FIGHTER WIN 95 95% .31.49 -10%* 

XLR8 .29.99-10%* 

ZORK GRAND INQUISITOR 89% .26.99 -10%* 


32.99-10%* 
31.49-10%* 
30.99 -10%* 


FI 5 (E/A) FOR WINDOWS 95 

F22 - ADF 89% . 

FALLOUT FOR WINDOWS 95 86% . 

FIFA 98 - RTWC FOR WINDOWS 95 91% 

FIFA SOCCER MANAGER WIN95 82% .. 

FINAL FANTASY 7 FOR WINDOWS 95 .29.99 -10%* 

FLASHBACK .6.99-10%* 

FLIGHT SIMULATOR 98 WIN95 94% .39.99 -10%* 

FLIGHT UNLIMITED 2 92% .29.99 -10%* 

FLYING CORPS GOLD 90% .18.99 -10%* 

FORMULA 1 97 FOR WINDOWS 95 92% .34.99 -10%* 

FORMULA 1 GRAND PRIX 2 95%.19.99 -10%* 

GRAND THEFT AUTO (18) 92% .29.49 -10%* 

HEXEN 2 MISSION PACK .16.99-10%* 

.AMIGA EMULATOR .17.99 

IMPERIUM GALACTICA 90/o ... ..9.99 -10/o^ ARCADE CLASSICS PLUS .14.99 




SPECIAL RESERVE 
MOUSE ... 9.99 
2 button serial mouse 

POWER 

PAD PRO ...21.99 
Analogue joystick and 
digital pad, 9 fire buttons, 
autofire and turbofire 


We stock 1500 games and utilities. 
Please call for price and availability 
15 sales lines - Call 01279 600204 


CD ROM NON GAMES 



INTERSTATE 76 FOR WINDOWS 95 (15) .9.99 -10%' 

INTERSTATE 76: NITRO RIDERS .16.99-10%* 

JONAH LOMU RUGBY 80% .9.99 -10%* 

KICK OFF 97 86% .9.99-10%* 

KRUSH KILL ‘N’ DESTROY 2 WIN95 .32.99 -10%* 

LANDS OF LORE 2 FOR WINDOWS 95 92% ...29.99-10%* FIRST AID 98 FOR WINDOWS 95 ..31.99 


BEST PUB QUIZ EVER! FOR WINDOWS 95 .9.99 

CATZ 2 FOR WINDOWS 95 .19.99 

DANCE EJAY .24.99 

DOGZ 2 FOR WINDOWS 95 .19.99 

FAMILY TREE MAKER (DELUXE EDITION) .49.99 


LINKS L7S 97 - LEGENDS IN SPORT 94% .12.99 -10% 

LORDS OF MAGIC .15.99-10%* 

LULA - THE SEXY EMPIRE 89% .19.99 -10%* 

Ml TANK PLATOON 2 .32.99 -10%* 

MASTER OF ORION 2 92% .14.99 -10%* 

MEN IN BLACK 93% .28.99-10%* 

MONSTER TRUCKS 80% 19.99-10%* 

MORTAL KOMBAT TRILOGY WIN95 .24.99 -10%* 

MS GOLF 98 FOR WINDOWS 95 .33.99 -10%* 

MS OUTWARS FOR WINDOWS 95 .33.99 -10%* 

MYTH - THE FALLEN LORDS 93% .29.99 -10%* 

NBA HANGTIME FOR WINDOWS 95 80% .21.99 -10%* 

NUCLEAR STRIKE FOR WINDOWS 95 88% ...26.99 -10%* 
PAX IMPERIA: EMINENT DOMAIN 91% .17.99 -10%* 


DOWN £55 

Orchid Righteous 
4MB 3Dfx Graphics 

accelerator with 3D games. 

inciudes Mechwarrior 2 , Sega Roiiy, 
Scorched Pianef and episodes of Jedi 
Knight, Monster Trucks ond Fotai Racing 3D 

84.99 INC VAT 


GALAXY OF 75,000 CLIP ART .24.< 

GCSE MATHS .19.99 

IBM SIMPLY SPEAKING **GOLD** FOR WIN95 .45.99 

KAI’S POWER GOO .34.99 

KLIK AND PLAY.9.99 

MINI OFFICE TYPING TUTOR.9.99 

MONTY PYTHON COLLECTION FOR WIN95 .29.99 

MS ENCARTA 98 FOR WINDOWS 95 .40.99 

MS ENCARTA 98 DELUXE FOR WINDOWS 95 .62.99 

SATS SCIENCE.9.99 

SPECTRUM CD 98 .17.99 

UNINSTALLER 4.5 FOR WINDOWS 95 .24.99 

MISC PC HARDWARE 

MATCHED PAIR OF 8 MB EDO SIMMS .35.99 

MATCHED PAIR OF 16 MB EDO SIMMS .61.99 

16 MB DIMM SDRAM .34.99 

32 MB DIMM SDRAM .54.99 

Please check your motherboard manual for suitablity 
DIAMOND SUPRAEXPRESS 56K 

EXTERNAL FAX/MODEM.99.99 

4 MB MATROX MYSTIQUE HOME 220 
GRAPHICS CARD with Kai’s Power Goo, 

Moto Racer and Toy Story .89.99 

12 MB CREATIVE LABS 3D BLASTER 

(VOODOO II) 3Dfx ACCELERATOR .184.99 

CREATIVE AWE64 VALUE SOUND CARD .. .69.99 
CREATIVE AWE64 GOLD SOUND CARD ...146.99 

QUANTUM FIREBALL SE 4.3 GB DRIVE .169.99 

CREATIVE LABS 24X CD ROM DRIVE .54.99 

HP SURESTORE 7100i CD RE-WRITER .299.99 

PACK OF 10 RECORDABLE CD’s .19.99 

EPSON STYLUS 600 COLOUR INKJET 

PRINTER + FUN FACTORY SOFTWARE .189.99 

MUSTEK SCANEXPRESS12000P .124.99 


DRUM-X MIDI DRUM PAD ...2 9.99 
MIDI drum pad that doubles as a 
mouse mat. Connects easily to 
any standard MIDI/joystick port on 
compatible sound cards to provide 
a complete drum kit. Pad is 
velocity sensitive so striking the pad 
harder with the sticks provided' 
produces a louder sound 


ZZAP.NET P2 266 


Internet ready 
Intel Pentium II 
266 Mhz CPU 
3D graphics 
30 great 
games mjt 
UK made 
from top brand 
components 


Au FOR £6410 

Special Reserve Annual Membership Fee 


It’s easy to join, just phone 01279 600204 or send in the order form. 
There’s no obligation to buy anything, you can be any age, and it’s only £6. 

1. Members receive 10 issues of our colour Club Magazine per 
year. The magazine includes our full catalogue of over 2,000 
products, many at below trade price or under half price. And there 
are Reviews, Features, Charts, Release Dates, Extra Savings and 
thousands of pounds worth of great prizes to be won. 

2. The incredible FREE Special Reserve Book of 2500 Cheats 
(all formats) will be sent to you with your Family Membership 
Card and Fantasy Game FREE entry forms (£5000 of prizes). 

3. AND choose any one of the FREE GIFTS below if you buy just 
one item at the same time as you join. All of our gifts are worth the 
membership fee or more and you can extend your membership for 
£5.50 to get more gifts if you want them. 

That’s why over 400,000 people have joined Special Reserve 

The Biggest Games Club in the World 



10 % 


^ Mail Order Madness 

P Deduct an extra 10% off the price of games 
^ software only for PC, Nintendo 64, Saturn or 
PlayStation if you place your order by post 
using this complete form or a photocopy of it. 

e.g. Deduct E2.80 off 
a E27.99 game. 

I ■ (not to be used in conjunction 

I H with other special discounts) 

EXPIRES 30/6/98 


Special Reserve 01279 600204 

Or fax YOUR ORDER ON 01279 726842 - We’ll fax back to confirm 
Open 9.30 am to 8pm (Mon-Sat) 10am to 5pm (Sun & Bank Holidays) 

(BLOCK capitals please) 

Name, Address and Postcode_ 


ENTER MEMBERSHIP NUMBER IF ANY 



We only supply members but you can order as you join (from 50p). ^ 

There is no obligation to buy anything and you can be any age. ULTIMATE PC 

£6.00 Annual Membership includes 10 issues of the Club Magazine plus I 
the Special Reserve Book of 2500 Cheats. AND choose a FREE GIFT i 

from above if you buy any item at the same time as you join. ■ 

Please enter membership fee if applicable and please remember to tick your c hoice of gift below | 
Annual Membership £6 (UK), £9 (EC) or £12 (World) 

OR Trial Membership 50p (One magazine. One order) 


.item.. 


Deduct any 10% Mail Order Madness Discount as described above* 


ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque/P.O./Mastercard/Creditcharge/Switch/Visa 


Less 


llllA](x3D2P2 300 


11649.99 


I -CREDIT CARD 
I EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Including VAT 


Race prepared with 
8 MB Diamond 
Fire OL AGP 
graphics * 
extra i 
12 mb' 

Voodoo 2 
arcade-quality 
30^ accelerationf 




«!j . 


Free to Members • Win £5000 of Prizes 




t 





WIN 15 PlayStations with FI and a £2000 PC 


Special Reserve Big Club Shops 


SAWBRIDGEWORTHl 

The Mailings, Station Road, Sawbridgeworth, Herts. 
Not far from the Ml 1, just around 
the corner from the train station 

Tel: 01279 600399 


ij 


Overseas orders must be paid by credit card. Overseas surcharge E2.00 per item 

Hardware items (mains or battery) are only supplied to the UK mainland 

Immediate cheque clearance 
Cheques payable to Special Reserve at 
PO Box 847, Harlow, CM21 9PH 

Please tick your choice of gift when you join for a 
year (£6) at the same time as buying any one item. 

If joining by telephone please ask for your gift at the time. 


CHOOSE FREE GOODY BAG 
INCLUDES MINIBOY, GAMEBOY 
|l-1 CALCULATOR AND VIRTUAL PET 

■ Incredibly, all three of these electro gizmos have been 

I bundled as one great gift. Miniboy is a keyring console with 

■ 55 variations of 4 classic games. Gameboy calculator is a 
I real calculator which looks like a Gameboy when closed 

n OR FREE256K MEMORY 

CARD FOR NINTENDO 64 f 
OR FREE RUMBLE PACK 
FOR N64. Sends vibrations 



CHELMSFORD 


MASSIVE SELECTION - LOWEST PRICES 

We’ll beat any locally advertised price by £2. 

Alt our shops have PC Upgrade and 
Repair facilities and we sell a range of 
award-winning PC’s from £899. 


UPMINSTER 

209/213 St Mary’s Lane, Upminster, Essex. 

2 miles from junction 29 of the M25. 
Opposite Somerfield Supermarket 

Tel: 01708 225544 


43 Broomfield Road, 
Chelmsford, Essex. 

Just around the corner from the bus station 

Tel: 01245 348777 


IT’S EASY TO PARK 


NOTTINGHAM 

164 Derby Road, Stapleford, Nottingham. 

2 miles from junction 25 of the Ml, 
near Kwik Fit and Pizza Hut 

Tel: 0115 949 1000 



EGHAM 

168 High Street, Egham, Surrey. 

Near Windsor and Staines. 

Just 1 mile off junction 13 on the M25 

Tel: 01784 473444 


^ BRISTOL 


351 Gloucester Road (A38), Bristol. 

1 7; miles from the City Centre 
and just up from Kwik Save 

Tel: 0117 924 5000 


P 

□ 

n 

p 

□ 


through the controller 
OR FREE PREMIER 
FOOTBALL. Full size, PVC 
coated football. Includes 
adaptor. Design may vary 
OR FREE 1 MB MEMORY 
CARD FOR 
PLAYSTATION 
OR FREE 24 CAPACITY 
CD WALLET. Stores CD's in 
individual compartments 
OR FREE COMMANDER 2 
JOYPAD FOR 
PLAYSTATION. 

With turbofire function. 

OR FREE PERSONAL 
STEREO CASSETTE 
PLAYER + HEADPHONES 




^^=^1 ! 


OR FREE ACE VENTURA 
2 VHS VIDEO (PG) 

OR EIGHT GAMES FREE 
ON PC CD ROM. Desert Strike, Team 
Suzuki, Actua Soccer semi-final edition, Lotus 
3, Jungle Strike, Toyota Celica GT Rally, Zool 


GREAT WEB 
SITE AT 


http://special.reserve.co.uk 


MASSIVE 

CONTENT 


Inevitably some products listed may not yet be available and prices may change. Please phone 01279 600204. Some items carry a £1 surcharge in our shops. SAVE = Saving oft full recommended price. 
Sent to press 22/04/98 Errors & Ommisions Excluded. Inter-Mediates Ltd, T/A Special Resenre, The Mailings. Sawbridgeworth. Herts CM21 9PG 


2 & Normality Inc demo. All games 8 FREE 

OR SEVEN GAMES FREE ON PC CD ROM. 
Civilization, Lemmings, Sensible Soccer, Elite, Elite 
2 - Frontier, Jimmy White’s Whirlwind Snooker & 
Zool. All 7 games FREE on PC CD ROM 
Offers subject to stock availability. Alternative gifts 
1^ available. Overseas members add £2 postage 
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The most authentic football management experience on a PC! 

• The most accurate data available (Over 130 fanzines can’t be wrong!) 

• Alt new, realistic transfer system 

• Play with 6 leagues running at the same time!! (England, Scotland, France, Germany, Italy and Spain) 


In the optional Manager Mode, you can manage 
the whole stadium and team finances, or even 
float private clubs on the Stock Exchange. 


The all new interface is so easy to learn and 
use, that you’ll have more time to think about 
players, tactics and training. 


www.ultimatesoccer.com 


WORLD CUP ’aa l sensible soccer world cup ’00 I STAR TREK I X-FILES I X-COM INTERCEPTOR I STAR WARS SUPREMACY I INCOMING JUNE ISSUE 

















